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The game that puts 
space games in 


perspective. 


Zaxxon technology and 
creativity present a 3- 
dimensional-like playfield 
which sets Zaxxon apart—and 
makes Zaxxon the first of a 
new generation of video 
games. 

An authentic fighter control 
stick brings fantastic new 
realism to Zaxxon game play. 


Challenges the skill and 
imagination of every player at 
every level of skill. 

Imagine yourself the pilot, 
the pilot’s control stick in your, 
grasp. You attack the enemy 
fortress—climbing, diving, 
strafing to score points and 
extra fuel. The enemy fights 
back with a barrage of 
missiles and gunfire. Then 
you face a fleet of enemy 
fighters in a gripping dogfight 
of altitude strategy and flying 


defended with laser barriers, 
then you've earned the 
ultimate challenge: a blazing 
confrontation with the 
powerful robot, armed witha 
. lethal homing missile. 
Zaxxon is the one game 
that you must see to believe. 
You have to play it to feel its 
impact. When you do you'll 


Up, down, bank right, bank Skill. Survive this battle and 
left—the player uses the the enemy’s fortress 
control stick to maneuver his 
space ship just like a real 
fighter pilot. | 
g p ~. 


From the daring attack on 
the enemy’s floating fortress 
and the blazing battle against 
the enemy’s fighter fleet to 
the final showdown with the 
deadly armored robot, Zaxxon - 


a>, 
Fr { 


know what we mean when we 
say Zaxxon gives space 
games a fantastic new 
perspective. 

For more information on the 
pace-setting Zaxxon and its 
new dimension for cash 
collections, call your nearest 
Sega/Gremlin distributor. 


SEGA /Gremlin 


GREMLIN INDUSTRIES, INC., 16250 


Technology Drive, San Diego, CA 92127, (714) 


485-0910, TWX 910-355-1621. 


SEGA ENTERPRISES, LTD., = 2-12 Haneda, 1- 
Chome, Ohtaku, Tokyo, Japan, TLX 781-22357. 
SEGA EUROPE, LTD., 15 Old Bond Street, 


Mayfair, London, England, W1X 3DB, TLX 


847777. 


SEGA ENTERPRISES, INC., One Century 


Angeles, CA 90067, TLX 688433. 


Plaza, 2029 Century Park East, Suite 2920, Los 


@ 
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As the Player begins his flight into 
Adventure-Land, his airplane is quickly 
surrounded by hot air balloons. 
WATCH OUT! These seemingly 
innocent colorful objects mean 
destruction. 


BRR"? aR *B8BRe 


Immediately the Players flying skills 
are tested.The hot air balloons 
challenge and engage the Player ina 
fierce dochiaht The Pla er must loop 
his plane to avoid and destroy the 
swirling balloons. | 


CHONGE-0.GAME., 


As the Player continues his journey 


consi VENTURE fine, 1c. 1982 into Adventure -Land he encounters 
siMicta ce tiaecaas | the Maze Tunnel. Now the Player must 

Biles lie aac guide and loop his airplane through 
the labyrinth with precision movements. 


looping is manufactured under license from Video Games GMbH 


and if you already own a Venture Line 
Change-a-Game Cabinet... 


LOOK WHAT WE HAVE 
FOR YOU! 


See Your Local Venture Line Distributor 
For Details. 


CHANGE-0.GAME., 


ENTURE J INE, INL. 


3731 E. LaSalle Phoenix,Az 85040 tel 1-800-528-1442, 602 243-6289 telex 667-499 


Deep in the sea garden, there was a happy group or aqua- 
tic creatures. One day a school of fierce Devil Fish” broke 
out of prison and occupied the sea garden. 

The angry King of the Sea appointed the brave Sea Dog to 
conquer the Devil Fish™. 

Sea Dog would cleverly take advantage of the narrow pas- 
sages by fattening them up with bait, then when immobile, 
would attach and kill them. Can Sea Dog save the aquat- 
ic creatures? Please give this game a try! 


sup HI-SCORE 


ARTIC ELECTRONICS CO., LTD. 


HEAD OFFICE TAIPEI OFFICE 

2, LANE 69, KAN SHAN HENG STREET, 37, SEC, 2, CHUNG HSIAO E, RD., 
CH'IEN CHEN DISTRICT, TAIPEI (100) TAIWAN, R. O. C. 
KAOHSIUNG(800)TAIWAN, R. O. C. TEL:(02)341-2071.341-2747 


TEL:(07)751-5183 ~8 711-1686 ~7 —_ TELEX:22041 ATWTPE 
TELEX:72278 ARTIC UP 72537 ARTIC CABLE: "ATWTPE” TAIPEI 
CABLE: “ARTIC” KAOHSIUNG 


ATW. USA INC. (U.S.A. BRANCH OFFICE) 


P.O. BOX. 640, WINCHESTER MASS. 01890 
TEL: 617-729-1989 TLX:940745 CHENINTL 
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AOE Opens Floodgates in Chicago 

The talk of the coin industry in March was Amuse- 
ment Operators Expo ’82, which drew arecord crowd 
to the Hyatt Regency show site. Here’s an overview of 
who was there, what they were saying, and what it 
meant to the spring arcade buying season. For an 
analysis of some of the product on view, see Roger 
Sharpe’s review beginning on page 51. 


Tokens: The Ticket to the Arcade 

Game room operators are finding ‘play money’ to be 

an effective promotional tool for coin-op. Here are 
5 6 some useful hints for utilizing tokens to develop more 

traffic for the games. We find there may be nothing 

new—except in the ingenious methods you may 

create for their use. 


Arcade Rules 

Every business must have its standards for operating; 

coin-op is no different and this business is under ever- 
6 () closer scrutiny, which makes this set of guidelines by 

one successful operator even more valuable as arule- 

book for the arcade today. Consider these rules 

before opening for business. 


Video Game Litigation 

Court fights over alleged video game copying have 

almost created a specialized branch of law. Here is the 
78 first of a three-part series by a knowledgeable attor- 

ney in the game copyright field, detailing what is 

allowed—and what is actionable—in regard to 

creator's rights in the games. 


8 Editorial 
11 Mailbox 
18 Equipment Poll 
21 News Beat 
68 The Idea Bank: Arcade Promotions 


75 P.R. Problem/P.R. Solution: a game room alternative 
110 Technical Topics 
112. Frank’s Cranks 
114 Coin of Vantage 
116 Viewpoint on Video 
119 Critic’s Corner 


124 New Products 
en 


About the Cover: It’s the little man from the neo-pingame, Caveman, 
which is causing alot of comment in coin-op circles. For the story on ‘The 
Missing Link,’ see page 107. (Artwork courtesy of Gottlieb Amusements, 
by Rich Tracy.) 


UP FRONT 


One of the best things about a convention is that 
it gives One an opportunity to talk with a lot of 
different people from all parts of the country. At the 
recent AOE Show in Chicago, | was truly impressed 
with the number of operators who voiced their 
concerns about the numerous problems facing the 
industry. It is amazing how much one can learn simply 
by listening to what somebody else has to say. 

For a trade magazine, aconvention also gives usa 
chance to meet and talk with our readers face to face. 
That, for us, is perhaps the most rewarding 
experience of all. In addition to a lot of compliments 
about our publication, we also get alot of suggestions 
and advice, which we encourage and welcome. 
Hearing what our readers think and how they feel 
about different issues enables us to improve our 
product and provide our readers with the most useful 
information possible. 

But, like any other business, we also get 
complaints which, I’m happy to say, were few and far 
between. Yet, like compliments, we welcome and 
encourage them. One of these that puzzled me the 
most had to do with Play Meter’s Equipment Poll. 
Several operators expressed their concern over our 
publishing earnings of the top games on our chart. 
“Publishing such information is harmful to the 
industry,” they say. 

Well, there’s an old adage that’s been around this 
industry for quite some time now, and it’s as true 
today as it ever was. The adage is simply this: “When it 
comes to judging the success of a game, it’s what’s in 
the cash box that counts.” 

Video games are like mini motion pictures. They 
open up for the first time on the streets of America on 
their own merits. It’s up to the general public to 
decide whether they will succeed or fail. Votes are 
cast, if you will, in the form of tickets or coins, both of 
which represent sales. The motion picture industry 
publishes the dollar amounts taken in at the box 
offices, and we publish the average dollar amounts 
taken in the cashboxes. How else would anyone know 
the success of a motion picture or a video game if yOu 
don’t know the sales volume? Who ever heard of 
judging the success of a product in the marketplace 
without considering the sales of that product? Sounds 
silly, doesn’t it? Yet this is what some people in this 
industry would have us do. 

What are they afraid of? What are they trying to 
hide? What’s the big secret? Is it that locations will get 
hold of the poll results and demand only the top 
earning games? Will governmental bodies take this 
information and use it against the operator in an 
effort to increase taxes or license fees? Will too many 
new people be attracted to this industry by the lure of 
big bucks? Well, if these fears are all they’re worried 
about, they can stop worrying. ‘ 

As far as locations are concerned, they sure don’t 
need our equipment poll to find out what the hot 
video games are. All the location owners need to do is 
walk across the street or down the block to the 
nearest arcade. With a few moments of observation 
and by asking a few questions to the right people, a 
location owner can (and very likely does) find out 
what he wants to know. Locations have always been, 
and are probably more so today, notorious for 
demanding the top games. They have been doing this 


long before Play Meter came along and will go on 
doing it. Good operators know this and they also 
know how to deal with this particular problem. You 
are never going to be able to keep locations in the 
dark about what high-earning games are available. 
You don’t tell your locations how to run their 
business, and they shouldn’t tell you how to run 
yours. 

But what about the taxing authorities and the 
newcomers who are lured by the dollar amounts 
reported in our Equipment Poll? First off, it should be 
noted that our poll does not reflect figures in the 
$600—$800 range as has been reported in the Wall 
Street Journal, NBC Television, and many other 
newspapers and magazines. Such inflated reports, | 
agree, have done more harm than good. 

Simply put, the dollar amounts reported in our 
poll are a lot closer to reality but still are not absolute 
figures and cannot be generally applied to each and 
every operator, for a number of obvious reasons. The 
dollar amounts reported are the result of a non- 
scientific study of various game earnings over a 
period of time. The average collection for each game 
is determined by the number of responses we receive 
to each poll. The information gathered is processed 
and computed according to accepted mathematical 
standards. While our poll results are scientifically 
sound and accurate, the ordinal data we receive may 
not be. Since we have no real control over our 
sample, those responding to our polls, the original 
information we receive may not necessarily represent 
a true cross section of all the operators in this industry. 

Our poll is by no means a conclusive statistical 
study. Its results therefore can be used only as a guide 
in determining what games are more popular than 
others—and the viability of product today compared 
to past periods. This cannot be done with indexes or 
any other system of comparison except cash box 
results. It goes without saying that the same game ina 
small bar in some small town will earn substantially 
less than it would in a popular arcade in New York 
City or Los Angeles. 

So, it’s not only the earning capability of a 
particular game but also the location of that game. A 
Pac-Man coin-op video game will do quite well ina 
shopping center, but place that same video out inthe 
sticks and it won’t earn a dollar a day. 

Consumer sales activity is a vital factor in 
determining the progress and success of this industry. 
The sole intent of our Equipment Poll is to rank the 
top earning games in the nation. With dollar amounts 
we can compare earnings of current games to those of 
a year ago. We can now track seasonal fluctuations in 
player interest. Earnings can serve as an industry 
barometer of consumer activity, a Dow Jones Average 
of sorts for our industry. 

The dollar amounts in the averages also tell us just 
how much better one game is than another, from the 
same standpoint. In its purest form, our Equipment 
Poll is a guide and a gauge. That is its sole purpose and 
that is the only way it should and can be used. 


Ralph C. Lally 1 
Editor and Publisher 


You can tell 

when the game 
comes from 

C.A. Robinson & Co. 


That’s why arcade operators turn to C. A. Robinson & Co. for all their 
needs—because they know where the game experts are. 


And with the highly volatile market today, you need the special insight 
on hit games that comes when you deal with the games expert. 


Exclusive Representatives for: 


Atari @ Bally ¢ Centuri ¢ Cinematronics 
Midway @ Stern @ Taito ¢ Valley 


Also Representing: 
Deco ¢ Exidy © Game Plan ¢ Gremlin e U.S. Billiards ¢ Universal 


C. A. ROBINSON & CO. 


2891 W. Pico Boulevard e¢ Los Angeles, CA 90006 


213/735-3001 


The ITS system includes the 
installation of an electronic totalizer 
in each machine which transmits 
collection data through a beam of 
light to the ITS microprinter. 


SPEED UP ee sess 
COLLECTION 
TIME BY 40% 


“Interrogate” the machine. ITS Microprinter 
can print two receipts. 


+ on 


® Reduce the collector’s work. With no time wasted 
counting quarters, he can cut collection time by 40%. 


¢ Gain more than just a count. The receipts show the 

machine’s serial number, the date and time of the col- 

ace ilias well as the amount of money in the cash- 
Ox. 


ase 


gin OF 


Step Two 


eEnlarge the possible ways of doing business. For ee nr Poe one lece pean 
example, by keeping the cash and mailing a check, ee 
you have additional short-term Capital for 2-3 weeks; 
or, by giving the keys to trusted locations, your 
collector can interrogate the machine and have the 
location give him a check on the spot. 


®Gain the confidence of location owners, especially 
those large chains that demand total accountability. 
Prospective new accounts will be impressed with your 
professional sales presentation. 


Step Three 


Hand the second receipt to the location 
owner. Your collector takes all the cash. 


Also available: The TT-7 with 14-character 
Alpha-numeric reprogrammable identification code. 


Call or write us for details. ; ; 
Please send me more information on your ITS 


You owe it to your business to find out more. 


INTERNATIONAL 
TOTALIZING 
SYSTEMS, INC. 


1244 Chesnut Street 
Newton Upper Falls, Mass. 02164 
(617) 332-4400 
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cash accountability system. 


Name 
Company 
City_____..__=———_—sSttate Zip 
| operate O under 250 machines 


O) 250-500 machines 1) 500-1,000 machines 
O over 1,000 machines 
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Letters to 
the editor... 


A player writes 


I have been wondering about the 
status of the Tournament Games 
tournament (of October 1981). I’ve 
read the articles in Play Meter and 
was under the impression that things 
were being done to collect money, 
investigate where were federal 
crimes committed (by using the mail 
to advertise the tournment), etc. 

Do you consider Atari or anyone 
in particular responsible for paying 
off the Spectacular Bucks? [See Play 
Meter, February 1, 1982 issue. 
—ed.] The main reason for me 
waiting ’til now is that I trusted that 
Johnny Lott [a winning player in the 
Chicago tournament] was handling 
the situation and I gave him $100 to 
help pay for legal fees. I learned 
recently that he was paid off and so 
dropped the suit. 

What I would like to know is what 
you would do if you were in my place. 
I won $2375 worth of Spectacular 
Bucks (second in foosball singles and 
seventh in foosball doubles) and am 
writing you because of the investiga- 
tion you did. 

Bob Maloney 
Atlanta 


Ed. Reply: Johnny Lott tells us that 
Atari’s offer was to cover the 
$105,000 in cash prizes. Lott 
received this offer, contacted those 
seven players who had contributed 
$100 each to a legal fund, and recom- 
mended acceptance of the Atari 
offer. 

In order to try to recover the 
$125,000 (face value) in prize values, 
Lott claims he contacted 220 manu- 
facturers and distributors and 
requested donations. Those efforts, 
Lott says, failed. He says he has 
collectea only a few hundred dollars 
from that attempt. 

However. Lott contends that the 
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legal fund contributions were not in 
vain. Attorney James Alexander of 
the Chicago firm of Ashcraft and 
Bridewell was retained and has 
compiled enough material for a class 
action suit against Atari for the 
recovery of prize values, he said. 
Lott suggests the players need only 
to call Alexander and indicate their 
interest in pursuing the action. 

Lott also indicated he had spent 
several hundred dollars and a great 
deal of time in attempting to recover 
whatever monies he could from 
Atari. 


Something on your mind you want 
to vent? Got a gripe? Full of praise? 
Have a question? If you have 
comments on the coin operated 
entertainment industry, write to Play 
Meter. Our “Letters to the Editor” 
columns are dedicated to you, the 
operator/reader. 

All letters must be signed; if 
requested, only initials will be used 
or the name withheld from print. 
Please include return address 
(although, for the sake of your 
privacy, addresses will not be 
printed.) All letters subject to 
standard editing. Be concise. 


Audio Visual 
Amusements 


Offering the finest 


new and used 
equipment 


REPRESENTING LEADING FACTORIES 
@ SALES, PARTS, SERVICE @ 


ARCADE PLANNING 
SPECIALISTS 


Over 50 beautifully reconditioned 
solid state pinballs available 


YOU’VE TRIED THE REST, 
NOW TRY THE BEST 


WE’RE EAGER TO SERVE 


1809 Olive Street 
St. Louis, Missouri 63103 


(314) 421-5100 


For further information, call Pete Entringer 
(collect) 


ARCADE OPERATORS 


GET ON THE BANDWAGON ...join the long list of arcade operators who 
are adding kiddie rides to promote their FAMILY IMAGE. 


We are now taking orders for our 3 newest coin operated kiddie rides 
with full color motion picture projections. 


— 


Space Raider Space Capsule Indy Race Car 


hydrolic, rotating ride, four corner rocking full color motion picture 
and full color motion motion with full color screen 
picture screen motion picture screen 


PLUS “CRAZY BALL” 


@ the newest arcade game for small children 
and adults 


e 2 player action takes in 50¢ per game 


@ guns shoot metal pellets as players knock 
rubber balls into opponents goal 
ELECTRONIC SCORING & TIMING 


| Savers F (4 y( 4 (& $ ( 4 es 
A TR BD BDL BE 
U.S.A. 


COIN OPERATED KIDDIE RIDES MEAN CASH IN YOUR POCKET 


604 MAIN ST., DAVENPORT, IA 52803 


(319) 326-6467 


Crazy Ball 


*as featured at the AOE Show in Chicago. 


INTRODUCING... (5) 
MONEYMAKING KIDDIE RIDES 


from 


KIDDIE RIDES U.S.A. 


(WE ARE THE @&U em) IMPORTER OF KIDDIE RIDES IN THE USA) 


HYDRAULIC HELICOPER (IT ROTATES) 
“MOST PROFITABLE RIDE EVER” 


HYDRAULIC RED BARON 
(IT ROTATES) WORLD WAR | TRIPLANE 
“REAL LIFE ACTION” 


MOTORCYCLE 
SPINNING WHEELS AND REVING ENGINE 


HYDRUALIC GALACTICAR (IT ROTATES) 
FLASHING LIGHTS, AND SOUNDS 
“A TERRIFIC RIDE” 


SANTA FE TRAIN 
WHISTLE AND STEAM SOUNDS 


HYDRAULIC GOLDRAKE (IT ROTATES) 
FLASHING LIGHTS AND SOUNDS 


HYDRAULIC RED ARROW (IT ROTATES) 
FLASHING LIGHTS, DIFFERENT MOTIONS, 
VARIOUS SOUNDS 


LOTUS RACE CAR 
“ALWAYS A FAVORITE” 


BATTERY CARS 


Plus: race cars, trains, motorcycles, animals, 
planes, carousels, boats, etc. 


“WE HAVE THE BEST PRICE...CALL US COLLECT, 
ASK FOR BOB OR MEL” 


"The Ouginal” 
SAR Oy ye hy JE) 
S.) 


COIN OPERATED KIDDIE RIDES MEAN CASH IN YOUR POCKET 
604 MAIN ST., DAVENPORT, IA 52803 


319) 326-6467 


‘The AMOA, by compari- 
son, is oriented to the 
factories and the distri- 
butors. The AOE is an 
Operators’ show.’ 
—Ralph Lally Il 


‘It's an excellent show. 

The seminars were the 

best. It was great.’ 
—operator attendee 


‘The cross-section of 
Operators was very good, 
and easy to identify 
because of the time you 
have to spend with 
them.’ 

—exhibitor 
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‘The Show of the Eighties’ 


Floodgates 
open at AOE ’82 


Enthusiasm was evident almost 
immediately as the visitor found his 
way to the registration desk of the 
Hyatt Regency in downtown 
Chicago. An initial reaction was that 
the United Auto Workers were con- 
vening in the mammoth hotel (they 
were), but before this writer could 
find his way to a room in the towers, 
we found industry persons vocaliz- 
ing their pleasure at the locale, the 
exhibit floor into which they had 
peeked, and at the numbers of other 
people in coin-op who were coming 
to make the Amusement Operators 
Expo the “other” major U.S. trade 
show. 

That evening, March 25, an indica- 
tion of the size and scope of the 
coming three days at AOE was given 
by the full meeting room of the Early 
Bird Seminar, “The Manufacturers 
Face the Firing Line: What’s on Your 
Mind?” The sharp questioning from 
the audience of over 600 only began 
with the query, “When will the manu- 
facturers allow speed-up kits?” And 
it ran the range of operators’ con- 
cerns, on down to a wish for “stan- 
dardized doors, coin boxes, and 
rejectors.” (Coverage of the Early 
Bird session’s issues will follow in 
Play Meter.) 

Even that night before the opening 
of the show proper, exhibitors said 
the AOE turnout had exceeded their 
expectations. This was to be a buy- 
ing show, as well as an educational 
setting for operators through a menu 
of 40 seminar sessions. 

The next morning, the Hyatt’s 
exhibit hall doors opened after 
specialized seminars concluded— 
and the flood gates opened to the 
trade. Attendees registering at the 
site numbered over 1,400 the first 
day, plus 1,938 on the weekend days, 


by Ray E. Tilley 


bringing the total of operator/buyers 
on hand to fully 5,000. (Exhibitor 
personnel added more than 1,500 to 
this number.) As had been forecast 
by industry swamis from before the 
opening, AOE was being tagged a 
“success story.” 

Noteworthy is that children 18 
years and under were not allowed on 
the exhibit floor. This move, said 
exhibitors and attendees alike, while 
not matching higher attendance 
totals at other trade shows, did 
provide buyers with ample opportu- 
nity to play the games. 

Virtually every major U.S. manu- 
facturer in coin-op showed at AOE/ 
Chicago, and a contingent of 
Canadian and overseas firms 
exhibited. The state of the art in this 
industry was on display—the newest 
game products from domestic 
factories for the spring arcade buy- 
ing season. Comparisons were, 
inevitably, made between the 
AMOA show of the fall season and 
the now three-year-old Amusement 
Operators Expo. 

Ralph C. Lally II, publisher of Play 
Meter and sponsor of the AOE, 
explains the operator-oriented phi- 
losophy of holding a_ springtime 
show: “The AMOA show is manu- 
facturer- and distributor-oriented 
and has a strong international flavor. 
Those are its three main ingredients, 
plus acting as a platform for various 
association functions. It ignores toa 
great extent the everyday operator 
and particularly the high proportion 
of non-member operators. Our show 
is aimed specifically at them and that 
is why we have so many of them here 
today.” 

Lally added: “In our editorials we 
constantly hammered home the sug- 
gestion that AMOA should move 


[continued on page 45] 
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A sure money winner because 
exciting and, very important, non- 
repeatable. tye will line up to 
match their skill. 


|. Fly the Lancaster bomber dodging the 
“take-off” hazards. 


. Avoid the anti-aircraft fire from ship 


and shore batteries. Distribated ays 


3. Dodge and fight the dam defenders 
avoid the barrage balloons. 


1. Approach the dams at the right speed 
and height to drop the bouncing bombs. 


9. Destroy the dams and escape the flak. 
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The following are rankings of the top videos and top pinballs making above average weekly gross collections 
nationwide. The dollar amounts appearing are the average weekly grosses as reported to Play Meter magazine through its 
regular national operator survey. Amounts are heavily weighted by averages reported from arcade locations; street locations 
are generally lower. Games with less than adequate responses (less than fifty percent) but with above average collections are 
so noted. Games not appearing on the poll either (1) did not generate overa ten percent response rate to provide an adequate 
representative sampling or (2) did not register weekly gross collections above the national average. 


TOP VIDEOS TOP PINBALLS 


Twenty-one of 46 videos (46%) with a response rate Eleven of 20 pinballs (55%) with a response rate 
Quer ten percent have above average earnings. over ten percent have above average earnings. 


May 15 May 1 Apr. 15 May 15 May 1 Apr. 15 
National video average $162 $161 National pinball average $103 $101 

* 1. Turbo/Gremlin $257 $225 . Hyperball/Williams $165 $225 
. Donkey Kong/Nintendo .. $241 $250 . Haunted House/Gottlieb . . $176 $196 
Ms. Pac-Man/Midway .... $240 $243 . Centaur/Bally $114 $130 
Stargate/ Williams $220 $232 . Black Hole/Gottlieb $137 $148 
Space Duel/ Atari $209 — . Vector/Bally $150 $183 
Pac-Man/Midway $216 $206 . Elektra/Bally $103 $121 
. Galaga/Midway $215 $205 . Eight-Ball Deluxe/Bally.... $113 $120 
. Centipede/ Atari $205 $202 
. Tempest/ Atari $206 $199 
. Frogger/Gremlin $192 $196 
. Defender/Williams $187 $179 
. Qix/Taito $172 $205 
. Kick-Man/Midway $163 $172 
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* Conditionally Rated— Weekly average based on less than 50% response rate 
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Provisionally Rated Pinballs and Videos 


(Above average earning games, with a response rate between 10—25%) 


VIDEOS PINBALLS 


Provisional Ratings May 1 Apr. 15 Provisional Ratings May 15 May 1 
Zaxxon/Gremlin _ _ Caveman/Gottlieb 25 

Grand Champion/Taito $229 $228 Mr. & Mrs. Pac-Man/Bally 

Alpine Ski/Taito $306 — Rapid Fire/Bally 

Lady Bug/Universal $245 $265 Devil’s Dare/Gottlieb 

Thief/Pacific Novelty — $228 

Bosconian/ Midway $196 $258 

Lil’ Hustler/Dynamo $194 $232 

4midar/Stern $224 $230 


If You Thought You’d Seen It All... Wait Till 


You See Victory™! 


The most colorful, realistic 
space game ever, comes 
alive! VICTORY™ takes you 
through colorful space 
combat on the BATTLESTAR, 
the most maneuverable 
spaceship in the universe! 
For each enemy squadron 
you overcome, a promotion 
(from Cadet to Flier to 
Squadron Leader... to its 
highest level, Ace) is awarded 
along with more powerful 
capabilities to destroy more 
powerful enemies. 

Your mission: To destroy 
all enemy ships and, for 
bonus points, to prevent 
PARATROOPERS from re- 
leasing the deadly QUARKS 
from their land bunkers. 


VICTORY™ also features 
Battery Backup Memory, 
complete Accounting Statis- 
tics, Software-Controlled 
Operator Options, Vivid 
Speech, Complete Self- 
Diagnostic Testing... and 
more! Contact your Exidy 
Distributor, or Exidy, for 
more information on how 
VICTORY™ can be yours! 


i 390 Java Drive, 
(Gal Sunnyvale, CA 
G5 _94086 (408) 734-9410, 
Telex: 357-499 


Exidy Ireland, Gortlandroe 
Industrial Estate, Unit No. 8, 
Nenagh County Tipperary, 
lreland Phone: (067) 32555 
Telex: 70009 


Copyright expert thinks majors 
could be challenged 


by Mike Shaw 


In a flurry of activity lately, Midway 
and other major manufacturers have 
been scurrying across the country, 
popping in and out of federal courts, 
suing to protect their copyrights on 
video games they either have 
devised or licensed from those who 
devised. And they have been doing 
so with unilateral success. 

In only one instance has a major 
manufacturer lost its case against an 
alleged infringer. In that case, Atari 
failed to keep Amusement World 
from producing Meteors, a video 
which Atari claimed infringed upon 
its copyrights with Asteroids. 

That was also the only time, 
according to Richard Stern, that the 
accused went into court with a 
lawyer well-versed in copyright law. 
Manufacturers, assemblers, distri- 
butors, operators, locations—the 
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companies that are being brought 
into court by the majors are using 
attorneys who have insufficient 
experience with or knowledge of the 
nooks and crannies of copyright law, 
he says. 

Stern knows of what he speaks. 
He has served as chief of the Intellec- 
tual Property Section of the anti- 
trust segment of the Department of 
Justice. He is currently a patent 
lawyer for the Washington branch of 
one of the nation’s largest and most 
important law firms, Cleveland 
based Baker and Hostetler. 

What got Stern so interested in 
video game copyrights was his dis- 
covery of the billions of dollars the 
industry was turning and what that 
meant to the major manufacturers if 
they could keep the profits rolling in 
through their doors only. He became 
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interested in how the majors are 
buying up licenses to virtually every 
game created by Japanese program- 
ming geniuses and protecting them- 
selves from other marketers by 
seeking injunctions against pur- 
ported license infringers. He believes 
Midway and friends could be con- 
sidered for anti-trust action, and he 
flatly denies the copyrightability of 
video games. 

Stern believes that Midway and 
other companies who are prosecut- 
ing infringers—Stern Electronics, 
Atari Inc., Nintendo of America— 
have been “steamrolling” over “two 
of every kind” of people in the indus- 
try mainly because they have the 
money to pursue their case properly. 
Individuals they attack simply can’t 
afford a fitting fight. 

“There are meritorious defenses 


(Continued on page 95) 
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A state government survey contends 
that New York City businesses 
featuring more than three coin- 
operated video games are sites for 
illegal trafficking of drugs. 

The survey, conducted by the 
state Division of Substance Abuse 
Services, sampled 102 randomly 
selected businesses and arcades 
during the month of February and 
discovered that two-thirds of them 
were places where the illicit sub- 
stances were available. Marijuana 
was available at 66 sites, cocaine at 
40, assorted pills at 27, and heroin at 
25, the survey said. 

The director of the survey, Dr. 
Douglas Lipton, said that drug trans- 
actions tended to take place outside 
in front of the places of businesses 
rather than inside. 

Many arcade operators, Lipton 
offered, do not pay close attention to 
their young patrons’ activities 
“unless they’re banging the machines 
or want change.” 

The New York Times story also 
indicated that it found that most of 
the people at the arcades were under 
17, and that even during school 
hours, about 40 percent of those in 
the arcades were school-aged. 

The survey went on to describe 
the “parlors”: 

“(They varied) from large, open 
arcades with more than a hundred 
machines to small closed rooms... 
several had psychedelic lights or 
were deliberately very dark; others 
had painted or dark, tinted windows 
sO no One could see through.” 

New York Music and Amusement 
Association President Howard 
Herman said he doubted the veracity 
of the survey. 

“T could take a survey and make it 
say what I wanted it to. You could do 
the same. I operate machines, and in 
my collection rounds I have never 
been confronted with any drugs. If 
you really want to stop the drug pro- 
blem in New York, close the 
schools.” 
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Herman suggested that the pro- 
blem could lie in the recent prolifera- 
tion of new operations in the city. 
New York has had few arcades in the 
past, but Herman says that about 
fifty have opened within the last year. 

“Fifty illegal arcades,’ said 
Herman, “without proper licenses 
from the Department of Consumer 
Affairs.” 

Lipton agrees. 

“The bulk of places we investi- 
gated were unlicensed, and located 
in sleazy areas,” he offered in an 
effort to help define the survey. “In 
the shopping malls and better areas 
of the city, where the games are well- 
supervised, there are no drugs, 
alcohol, or gambling problems. 

“The problem is that the bulk of 
game rooms or arcades are in sleazy 
areas. That’s where the selling and 
hawking of drugs goes on. The actual 
dealing takes place outside the 
building, in the parking lot.” 

Lipton defends the accuracy of his 
survey by pointing to the fact that it is 
conducted by “ex-addicts who are 
very sophisticated in street opera- 
tion observance.” 

Complementing the seriousness 
of the accusations, Lipton noted that 
15 percent of the occupants of 


links drugs to 
video games 


by Mike Shaw 


arcades were under twelve years old. 
The majority of players, 55 percent, 
were between the ages of twelve and 
seventeen. 

Upon completion of this survey, 
Lipton says he was contacted by an 
Organized crime investigation 
branch in New York. Authorities 
there were interested in the extent of 
involvement in drug trafficking attri- 
butable to operators of the game 
rooms. Lipton reported that no 
evidence was discovered that would 
involve any operators in drug traffic- 
ing. 

Lipton’s surveys have previously 
shown drug abuse on Wall Street 
and in federal buildings, and _ his 
surveys have been used by principals 
there to help reverse the problems. 

The massive increase of game 
rooms in New York has led to a new 
law which the state association 
helped mold. It is referred to as a 
“confiscation law” and leads to the 
confiscation of machines that are not 
properly licensed with the city. More 
than four machines in a location 
necessitates an arcade license, and if 
such a license is not obtained within 
a specific period of time after notifi- 
cation, the games at the location will 
be picked up. 


N.A.P. petitioning 
Supreme attention 


North American Phillips Consumer 
Electronics Corporation, the manu- 
facturer of the home video game 
K.C. Munchkin, is moving to take its 
case against Pac-Man and Atari to 
the Supreme Court. 

On March 16, the 7th U.S. Circuit 
Court of Appeals ruled in favor of 
Atari that North American Phillips 
must stop making and selling the 
game, ruling that the piece was an 
infringement on Atari’s copyrights to 
Pac-Man for home video sales. 


“K.C. Munchkin is different from 
and offers more features than Atari’s 
Pac-Man,” asserts Frank Lann, 
president of North American Phillips 
Consumer Electronics. “It is more 
interesting and more challenging.” 

Farlier, N.A.P. had won a stay 
against Atari which would allow 
them to continue marketing the 
game while the overall issue was 
being decided, but the: March 16 
ruling vacated the stay in favor of 
Atari. 
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Nintendo strikes down 
Kong imitations 


There has been a flurry of activity 
connected with Donkey Kong 
infringement cases lately, and copy- 
right attorney Jim Donahue says 
there’s much more to come from 
Nintendo of America. 

April 5 produced the latest devel- 
opment for Nintendo, an injunction 
against two New Jersey firms—Artic 
International, to prevent them from 
producing printed circuit boards that 
imitate the popular video, and U.S. 
Amusements, to keep them from 
marketing Kong Gorilla. 

Nintendo has now accomplished 


injunctions against Donkey Kong 
imitations in California, Florida, 
Nebraska, New Jersey, and Wash- 
ington, and, says Donahue, six other 
actions are currently pending. 
Krazy Kong is presenting particu- 
larly difficult problems for Nintendo 
and its customers. Some editions of 
that game have been licensed for sale 
in Japan by Nintendo Ltd. of Japan. 
But no one has been given permis- 
sion to market the game in the 
United States, he said. However, at 
least one Japanese company, Falcon, 
is selling the games bearing stickers 


that read “licensed by Nintendo.” 

Nintendo of America is licensed to 
market Donkey Kong in the United 
States,” offers Donahue, “and it has 
not consented to anybody making 
these games here.” 

Donahue notes that the target of 
upcoming legal action from Nintendo 
will be operators of the games rather 
than manufacturers. 

“We just can’t get to the manufac- 
turers,” explained Donahue. “We 
close somebody down, and a week 
later they reopen in someone’s 
garage.” 


AMOA directors vote not to classify 
“gray games in 82 show 


The Amusement and Music Opera- 
tors Association board of directors, 
in its mid-year meeting held March 
18—20, adopted an ad hoc commit- 
tee recommendation to allow “gray 
area” games to be exhibited at the 
1982 AMOA show without special 
designation. 

The ad hoc committee, composed 
of, according to Leo Droste, execu- 
tive vice president, “AMOA board 
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Play Meter Publisher Ralph Lally (left) joins with Mike Pugliesi (center) and Steve 


members who are operators repre- 
senting all viewpoints,” worked with 
the AMOA legal counsel to develop 
the recommendation for considera- 
tion of the board. 

Subsequently the board of direc- 
tors adopted a resolution to define 
their appraisal of the situation. 

“Exhibitors at the annual AMOA 
international exposition of games 
and music must comply with all state 
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Blattspierler (right) at Cinematronics to award a Golden Egg to one of the AOE’s 
best performances on Jack the Giant Killer. 
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and federal laws relating to gaming 
devices when displaying equipment 
at the trade show,” the resolution 
reads. “AMOA will not classify 
equipment for exhibitors, but will 
make ‘gaming machine’ identifica- 
tion labels available to exhibitors 
who request them.” 

According to Droste, in a letter to 
a law firm representing a “gray area” 
game manufacturer who is also an 
AMOA member, the committee’s 
resolution was based on “the lack of 
factual substantiation in the record 
for classifying particular games as 
amusement or gaming devices.” 
Droste also indicated that the com- 
mittee decided such classification 
should fall within the scope of state 
and federal lawmakers. 

In other activity, the mid-year 
meeting produced the formulation of 
a long range planning committee 
whose function will be to decide on 
what issues and activities the Asso- 
ciation will pursue over the next 
several years and, therefore, allow 
successful long range planning to 
deal effectively with such issues. 

The Association also announced a 
change of counsel. The new attorney 
representing the AMOA is John 
Howe, of Jenner & Block, a Chicago 
based law firm which maintains an 
office in Washington, DC. 
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7-Elevens organize video business 


“Video games are extremely big 
business to us.” In identifying the 
major impact that video madness 
has had on the total picture of 
7-Eleven sales nationally, Jim Means, 
7-Eleven group product manager, 
offered the rationale for the com- 
pany’s appointment of Greg 
Wroblewski to a new company post, 
amusement game manager. 

“In his new position, Greg will be 
responsible for the development of 
marketing and management strate- 
gies for 7-Eleven’s game program, 
including game layouts, equipment 
recommendations, collection analy- 
sis, vendor relationship, ownership 
recommendations, and promotional 
strategy,” offered Means. 

The Southland Corporation, the 
corporate name for the 7-Eleven 
chain, was recently in amusement 
industry news when it was named a 
defendant in a Midway suit against 
Pac-Man infringers. Means indicated 
that, although the case had reached 
no final issuance, the company was 
instructing its managers to remove 
any games that are suspicious. 

“If there are any questions as to 


Ballouz resigns Atari 


After seven years with Atari, Frank 
Ballouz has departed the firm. 

Ballouz had been vice president of 
marketing for Atari’s coin-op divi- 
sion. Effective with his resignation, 
Don Osborne, vice president of 
sales, adopted a new title which 
includes Ballouz’s former position. 
Osborne is now vice president of 
sales and marketing. 

Subsequently, John Farrand was 
added to the Atari picture as execu- 
tive vice president for the coin-op 
division. 

Kenneth Harkness, president of 
Atari’s coin-op division, announced 
Ballouz’s resignation. 

“It is never fun to announce the 
resignation of a real contributor like 
Frank Ballouz. In his seven years at 
Atari, Frank was one of the central 
pillars in making the company what it 
is today. Frank’s spirit, leadership, 
and ‘feel’ for game play were a key 
part of Atari. Frank has chosen to 
build his career in a different direc- 
tion, and he goes with our support 
and best wishes.” 
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whether or not a game is acopy, the 
game will be removed,” said Means. 

Southland currently operates 
about 13,000 amusement games in 
its convenience stores, of which 
3,500 are owned by the company, 
and the remainder are run through 
local operators. The company~pur- 


chases its games through Texas 
distributor Southwest Vending. 
Means said that Wroblewski was 
promoted to the new position 
because of his excellent perfor- 
mance as a zone manager. 
Wroblewski has no _ previous 
experience in the game field. 


MACHINE JAMMED? 


Third Wave 
Electronics Co., Inc. 


A SUBSIDIARY OF DIGITAL PRODUCTS CORP. 


YOU 
LOSE! 


Anytime your Coin 
acceptors are 
jammed, you lose. 
It's a fact all coin 
acceptors work some 
of the time, but in your 
business you want 
one that works all fhe 
time. Third Wave 
Electronics jamproof 
Model TW-3 pays for 
itself over and over in 
reduced downtime 
and fewer main- 
tenance calls. 


We know, as a user of 
Coin acceptors, your 
only concern is that 
they work. Well, our 
unit works and 
because if works — 
you win! You make 
money! 


4021 NE 5th Terrace e Ff Lauderdale, FLoGo0G4 = 305) 564-0521 
| Visit us at Booth 112 at the AOE. 
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AMOA Notre Dame seminar 
unveils ‘profits’ survey 


On April 2 the “1981 Cost of Doing 
Business” survey of the jukebox and 
video game industry was released to 
representatives of the amusement 
game industry during the annual 
management seminar conducted by 
Notre Dame University for the 
Amusement and Music Operators 
Association. 

The Survey, administered by 
University of Notre Dame professor 
of accountancy, James F. Gaertner, 
lent weight to the suspicion that 
recent “billion dollar” profit figures 
quoted for the industry owe more to 
speculation than to reality. 

According to Gaertner, who 
served for five years as chief financial 
officer and member of the board of 
directors of Tex Tan Welhausen, a 
division of the Tandy Corporation, 
profit for the typical operator of juke- 
boxes dropped 36 percent from a 
study on jukeboxes conducted in 
1980 by Peat, Marwick, Mitchell and 
Co. 

By the end of the reporting period 
of the 1981 survey, the typical opera- 
tor reported a profit of $49.45 per 
jukebox for the year. Fully one-third 
of the industry reported that they 
were only breaking even or operating 
at a loss while an analysis of the 
survey done by Dr. JohnR. Malone, 


professor of marketing, Notre Dame 
University, disclosed that the typical 
firm earned only 3 percent on their 
investment. 

Usually the more money put intoa 
jukebox means more plays for the 
customer, commonly a combination 
of 1-3-9, 2-5-11, or 1-3-7, as one goes 
from a quarter to a dollar. However, 
recent hikes in record and machine 
costs plus multi-layered licensing 
fees means that today’s play per 
selection would have to be 35 cents 
to match the changes in the Con- 
sumer Price Index that have occur- 
red since 1940. In other words, just 
to stay even, nine plays would have 
to return $3.15 instead of the current 
$1. 

Even more surprising than the dis- 
turbing news for the jukebox indus- 
try was what is happening to the 
video game side of the coin-operated 
amusement industry. The “1981 
Cost of Doing Business Survey” 
revealed that the typical video game 
operator was only receiving a 7.5 
percent return on the next market 
value of his machines, equipment, 
and other assets dedicated to the 
business during a period when certif- 
icates of deposit were realizing 
upwards of 15 percent and interest 
rates were over 20 percent. With the 


average video game cost at $3,000, 
the survey reported that the median 
revenue per game was $1,368 and 
the median expense was $1,213, 
leaving a profit of $155 per year. That 
results in a return on investment of 7 
percent (when the 1981 three-year 
depreciation allowance was used). 
This percentage is quickly being 
eroded further by local and state 
governments seeking “quick fix” rev- 
enue to compensate for federal and 
state cut-backs, said the report. 


The video game industry has not 
only been beset by problems of low 
retuin on investment, but also by 
changes in the social fabric of this 
country, observed Malone. 


Traditionally the industry has 
placed a heavy reliance on small 
bars, taverns, and restaurants for 
location sites, but shifts in employ- 
ment patterns and the closing of 
numerous manufacturing concerns 
have driven more and more such 
locations out of business. Malone 
suggested that new locations and 
types of locations need to be estab- 
lished for the operator to survive. 

A follow-up survey has been insti- 
tuted and is scheduled for release in 
1983. 

—from the AMOA 


Banner's ‘Bandido’ cheers children 


Seizing upon an opportunity to bring 
some good press to an industry 
beseiged by bad publicity, and taking 
the chance to cheer up some seri- 
ously ill children at the same time, 
Banner Specialty Company of 
Jenkintown, Pennsylvania donated a 
Bandido video game to Children’s 
hospital of Philadelphia. 


“That section of the hospital has 
eleven seriously ill children with a lot 
of time on their hands,” Banner’s 
Alan Bruck told Play Meter. “The 
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game is giving the kids something to 
do and is offering some therapeutic 
value.” 

The kids took to Exidy’s Bandido 
immediately, and it was evident that 
the game was taking their minds off 
their serious ailments. One child, 
Bruck reports, had been so depressed 
he would just lie in bed with the 
covers over his head talking to no 
one. But shortly after the arrival of 
Bandito, the child was up and at the 
game, enjoying himself and _ his 
friends. 


The staff at Children’s Hospital of 
Philadelphia, the nation’s oldest 
children’s care center, is favorably 
impressed by the role the game is 
playing there, and Banner’s Chair- 
man of the Board, Albert Rodstein, 
intends to make similar donations to 
other area hospitals. In fact, the con- 
tribution was received so well by the 
children, the hospital, and the press 
alike that Rodstein—at a recent 
Atari distributors meeting—sug- 
gested other distributors employ 
similar public relations efforts. 
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TOKENS e TOKENS e TOKENS 


(STOCK AND CUSTOM) 


FOR ALL MAKES OF GAMES, 
TURNSTILES & VENDING MACHINES 


PRIZE REDEMPTION & TRADE CHECKS 


CASINO SLOT & GAMING COINS 


Phone or write for catalog & samples 


VAN BROOK OF LEXINGTON, INC. 
P.O. BOX 5044, LEXINGTON, KY. 40555 


606/231-7100 


ORI III III III III III I IDES IIASA IIIA IIASA AIA AA A AAAI AAAS SSAA SAA SISA SAIN 


THE HOTTEST GAMES 
AT THE BEST DEALS 


That’s the reason for shopping at Culp. 


Representing: 


Stern, Williams, Automatic Products, Bio-Rhythm, 
Exidy, Game Plan, Gottlieb, Midway, 
Moyer Diebel, Rock-Ola, Sircoma, Irving Kaye, 
Valley, American Shuffleboard 


CULP DISTRIBUTING CO. 
OF OKC, INC. 
614 W. Sheridan ¢ Oklahoma City e Oklahoma 73102 


(405) 232-9591 
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We Cater To All Your 


Coin-operated Amusement Needs! 


Game Sales Infernational 


* Immediate availability of 
Top Earners 

Excellent used and 
reconditioned equipment 
Expert service and board 
repair 

No knock-offs 

Lowest Prices 


* 


For price 
quotes 


Sy Game Sales International 


— Call Sandy 201-964-5230 


Gottlieb 


“Gottlieb is on a high. I won’t say we 
have arrived—we are arriving.” 

Boyd W. Browne was speaking to 
members of the Gottlieb Amuse- 
ment distributors chain at the Hyatt 
Regency/Chicago for the Amuse- 
ment Operators Expo ’82. Browne 
had only come on board the manu- 
facturing giant as president recently, 
and he explained his views on “why 
join Gottlieb:” 

“It’s a successful challenge, for a 
number of reasons,” said Browne. 
“First, because the industry is up, 
then down. So there’s an opportu- 
nity, a challenge for everyone; and 
we at Gottlieb are in tune with the 
industry’s needs and want to supply 
its needs.” 

For the veteran Chicago area 
games maker, said Browne, the chal- 
lenge is embodied in, number two, 
the electronic makeup of coin-op 
games today and, third, the continu- 
ing need for product development. 

Browne was speaking confidently 
because, behind him were the latest 
product from Northlake, Illinois: the 
pingame hybrid Caveman; Reactor, 
the video game from Gottlieb which 
is “totally Illinois” in its development 
and which is set for production later 
this season from the Northlake 
assembly line; and Deuil’s Dare, a 
Gottlieb pingame which the manu- 
facturer’s president characterized as 
“the best game we have ever made.” 

Now, why are these comments 
any different from another manufac- 
turer’s? 

First, D. Gottlieb & Co. is a pinball 
manufacturer with a history stretch- 
ing over five decades. Then, in recog- 
nition of the market today, the 
company has sought a marketable 
video game and had done a methodi- 
cal study of market needs and wants. 
Now from Northlake has come the 
game, Reactor, which Gottlieb insists, 
may be the hit of the season. Thirdly, 
Gottlieb is flexible enough to weigh its 
options for the arcade market which 
may see a new development that is 
not a pingame and not a video before 
the Fourth of July. And Gottlieb is 
making this flexibility evident in its 
introduction of Caveman, a neo- 
pingame which incorporates a video 
screen and a maze-like playfield. 

“Our ideas only work through 
you,” said Marshall Caras, market- 
ing V.P., speaking to the distribs. 
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to distribs: ‘Ideas only work through you 


And in the Hyatt Regency session he 
cited industry lawyer Rufus King, 
who was present, for his contribu- 
tions to the coin-op field. 

King replied by recognizing the 
founder of the Northlake plant, 
David Gottlieb, “and I’m here to 
honor him,” said the attorney. 

Recognition was also given to 
Wayne Neyens, now retired, and his 
wife. Neyens developed Gottlieb’s 
original flipper pingame, in the 1940s. 

The distance traveled through the 
time tunnel was pointed up by 
Howard Rubin, Gottlieb’s vice presi- 
dent/general manager of the video 
division, who explained how engj- 
neers and licensed products were 
sought for the latest Northlake 
excursion into the coin-op games 
market. “Build microprocessor- 
based units, and do it better than 
anyone else can do it,” was the order 
given to the video division team 
under Ron Waxman last August, he 
said. 

“Games are the evolution of an 
idea, and that development ends 
with player studies—who plays the 
game and why,” he indicated. The 
Reactor video game, as an example, 
was “90 percent ready,” Rubin told 
distribs before the opening of AOE 
82. It will require two months or 
more of refinement. “We’ve paid a 
lot of attention to the small details,” 
said Rubin. 

Gil Pollack, vice president of the 
Pinball and Arcade Division said the 
instruction: “Produce games that 
make money” was given to Gottlieb’s 
engineering division. To the distribu- 


World Wide opens 
in Grand Rapids 


Chicago based World Wide Distri- 
butors has opened its second 
Michigan branch office. 

The new branch, located at 2555 
South Division, Grand Rapids, 
Michigan, occupies 5000 square feet 
comprised of offices, a showroom, 
and a parts and service department. 

Ron Howard, whose background 
includes fifteen years experience in 
sales and management, will be 
heading up the Grand Rapids 
branch. Jeff Neumann, branch 
manager of the Mt. Clemens, 
Michigan office, has been named 
Director of Branch Operations. 
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tors, he said: “We'll continue to give 
you product that will make money,” 
and he pointed to the geometry and 
engineering factors in Devil’s Dare. 
In a period of “product glut,” Pollack 
said, Gottlieb Amusement will cling 
to this line of engineering quality 
games. 

Browne stated it this way: 


“Gottlieb has returned to the indus- 
try in very strong force. I'd like to 
take credit for it, but a lot of people 
have been there...” 

He added, “There is only one way 
we can be proud, and that is with 
product.” That development of 
product started in 1927 at D. 
Gottlieb, he pointed out. 


WE'VE CHANGED OUR NAME 


BUT NOT OUR GAME 


We've changed our name from Empire Distributing 
Company to Bally Midwest, Inc. As Bally Midwest we still 
offer the same top-of-the-line games from the leading 
coin-operated manufacturers along with the same 
smiling faces, friendly service and complete dependabil- 
ity we have given you for the past 40 years. So call Bally 
Midwest, Inc., for the best in coin-operated games and 


vending equipment. 


MIDWEST, INC. 


2828 North Paulina Street 
Chicago, Illinois 60657 
(312) 871-7600 

Telex Number: 254026 


1343 Sadlier Circle (South Drive) 


Indianapolis, Indiana 46239 
(317) 352-0466 


11998 Merriman Road 
Livonia, Michigan 48150 
(313) 525-8700 

Telex Number: 230212 


3423 Lousma Drive, S.E. 
Wyoming, Michigan 49508 
(616) 243-3644 


Bellevue Plaza 

1241 Bellevue Plaza 

Green Bay, Wisconsin 54302 
(414) 468-5200 


*Opening soon to serve you better, our new St. Louis Office. 
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NEWS BEAT 


Dentist/operator of games 
offers fun along with pains 


Q. What is a Dental Emporium? 
A. A dentist’s office where there is 
more play than pain. 

Richard Lubitz is not your average 
dentist, nor is he your average 


- 
x 


“a : “i, Fa 


28 


Kids playing games don’t think about the pains that might be forthcoming. 


arcade operator. He is in both fields, 
and the two accommodate each 
other rather well. 

Lubitz is trying to take the stress 
out of dental visits, attempting to 
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wipe away the fear patients are 
riddled with when they step into a 
dentist’s chamber of horrors. And he 
is doing it the coin-op way. 

No, there are no coin-operated 
drills; but before you get to the chair 
you can get entertainment enough 
that the euphoria will last through 
the dentistry. 

Lubitz has taken his waiting 
room, added a neighboring game 
room, and filled both with mainly 
electro-mechanical pieces from the 
past. Young patients and their 
friends frequent the free machines 
and crowd into the office for appoint- 
ments with the pinball dentist. 

Adapting the psychology of the 
area—Lubitz’s office is on the Jersey 
shore, just an hour from Atlantic 
City—the dentist has filled his wait- 
ing areas with arcade pieces like 
Williams’ Pinch-hitter, a sugarless 
gumball machine, and Lubitz’s own 
conversion,\ an arcade shooting 
piece called Fight the Cavity Creeps. 

Lubitz is a former arcade mechanic 
who has not lost his interest in the 
games. In fact, many of the machines 
and innovations in his office are con- 
versions of his own work. For 
example, Lubitz offers his patients 
head sets, each with a hand-control- 
led panic button. — 

“It keeps them from having that 
helpless feeling of\not being able to 
talk to the dentist» when it hurts. 
They can push the panic buzzer 
instead of trying to wave their arms.” 

But Lubitz’s pride and joy is not 
yet to be seen in his Emporium. 
Lubitz is busily at work, in his spare 
time, of course, filling an old pinball 
cavity with rebuilt pieces of old pin- 
balls, compressing them all into a 
new product he hopes will be seen in 
more places than just his Dental 
Emporium—an_ electro-mechanical 
dental pinball machine, replete with 
black hole cavities and pop-up teeth. 

Apparently no one has told Lubitz 
that the electromechanical age is 
past, but no one seems to be telling 
kids—and adults—that flock to his 
office either. 

The Dental Emporium—it could 
be the next best thing to gas. 
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| Tips on Playing 


be May 
PINBALL: 


Qualify for the PAC-MAZE by accumulating a 
| minimum of six moves. 


Earn more PAC-MEN. Spell P-A-C-M-A-N 
by hitting the stand-up targets behind the drop- 
targets. 


Earn PAC-MAN “Aggressive” by hitting the 
top drop-target bank three times. 


Keep an eye on the playfield digital display for... 
a) PAC-MAZE “time to beat” 
b) PAC-MAZE completions 
c) PAC-MAN moves you’ve earned 
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INSTRUCTIONS 


you can play video PAC-MAN on the PAC-MAZE 
via our new VID-GRID™ feature. All the moves 
and excitement of video in the middle of our 
pinball; a game within a game! 


When you're ready to play the PAC-MAZE 
VID-GRID™ the playfield darkens, the count- 
down begins and PAC-MAN is ready to go... 


Remember! The left flipper button controls 
direction and the right flipper button controls 
movement. 


TIME TO BEAT ‘@® — «-MAZESCOMPLETED | -@® PAC-MAN MOVES 


P.S.—A helpful hint...the saucer skill shot off the 
plunger is your fastest way to activate the 
PAC-MAZE VID-GRID™ You'll get 10 moves and 
an Aggressive PAC-MAN. 
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Redesigned Cabinet; PAC-MAN PINBALL is housed in a contemporary, 


The operation of these games and the features 
therein may be subject to various state and local 
laws or regulations. It is not intended herein to 
solicit the sale of such games in any jurisdiction 
wherein the same may not be lawfully sold 
or operated. 


PRINTED IN U.S.A. 


eye-catching cabinet that will stand out in any location. 


© 1982 Bally Manufacturing Corporation 
All Rights Reserved 


Tournament style foosball is taking new shape 


Folks who love foosball are jockeying 
for positions at the start of a new 
race to garner the interests of cur- 
rent and potential foosball partici- 
pants throughout the nation. 

In the wake of the demise of Lee 
Peppard’s Tournament Soccer 
program of national competition, 
players and principals have moved 
into a stance of readiness to resume 
pursuit of the game’s big money 
shows. 

Foosball world championship 
players Johnny Lott and Mike 
Bowers have joined forces with 
operator Frank Marmin to form 
Coin Sports International. That new 
company will promote national 
tournaments beginning this year 
with a four-tournament schedule 
offering between $10,000 and 
$50,000 in prize money. The 
tournaments will be titled the U.S. 
Amateur Championship, the U.S. 
Open Championship, the National 
Championship, and the World 
Championship and will be played in 
Los Angeles, Chicago, Florida, and 
Colorado. 


To field the tournaments, Lott and 
Coin Sports have arranged an asso- 
ciation with Dynamo Corporation 
headed by Bill Rickett. Just recently, 
Rickett announced Dynamo’s pur- 
suit of the void left in the foosball 
market, but indicated that he was 
not interested in staging large tour- 
naments (Play Meter, April 15, p. 38). 


Lott told Play Meter they chose 
association with Dynamo because 
the firm was willing to produce a 
table that emulates in great part the 
playing characteristics of the Tour- 
nament Soccer table. 

I'm confident of the immediate 
acceptance of the new Dynamo table 
by the general playing populace, 
pros and amateurs alike,” said Lott. 

Meanwhile, Ed McCloud and 
Tornado Table Soccer of Ft. Worth, 
Texas is approaching the tournament 
angle a little differently. 


“Our tournaments are conducted 
in existing locations,” says McCloud 
who feels that the expenses con- 
nected with the hotel tournaments 
are too high and doom such competi- 
tion to bankruptcy. 

“We are pulling from five states,” 
he says, “and our first tournament 
(held at King Tuuts and offering 
$1,000 in prizes) was enthusiasticly 
received. His schedule of twelve 
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competitions began April 10 and will 
culminate July 4 with the “Midwest 
Championship.” 

McCloud, who contends what 
much of the exiting foosball product 
on location is unrealiable, says that 
the major selling point of his foosball 
line is not big-money tournaments, 
but durable tables that can withstand 
player abuse. 

Tornado’s tubular steel hollow 


rod, players agree, is easier to deal 
with, and McCloud says he designed 
the rod to provide for better compe- 
tition between players of varying 
strength. Such an improvement, 
McCloud says, will enable more 
women to compete successfully. 

Both Coin Sports and Tornado 
say that all prize monies will be 
guaranteed or escrowed before 
tournaments are held. 
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EAGLE CONVERSIONS 


We have the technology. 
We can rebuilt it. 


Get the latest game at a fraction of the cost 
of a new machine with our 


HIGH-QUALITY 


P.C.B. CONVERSIONS 


P.C.B. conversion kits © complete video rebuilds 
sales of game boards and power supply units 


For the most interesting possibilities 
at competitive prices, ring Kevin at 
(401) 751-5438 
or 
(401) 461-9389 after hours 


All our games are fully licensed. 


To ‘Play Meter’ Magazine: 


Congratulations on a 
y= AOE Show! 


To our customers: 


If yotts saw iti in iC Hicazo, we have iton ourshowroom4loer 
“cause we’ve brought back the best from the AOE. . 


iy ples CO. 
4308 Wilmont Road @ Charlotte, NC 28208 
(704) 525-8130 


- Jon Brady, President 
Blair Norris, V.P. @ Jim Frye, Sales Mer. 


Sales 
Tom Kiel, Dick McCannell, Bob Hamilton, Dave Walker, and Jim Dunn 


34 


Cinematronics promotes 
three additional officers 


Cinematronics, Inc. announced the 
promotion of three individuals within 
their management ranks. Those pro- 
moted were John F. Horan, to vice 
president of operations; Gary L. 
Holz, to vice president of technical 
operations; and Mickey Orsban, to 
controller. 

Horan, formerly director of opera- 
tions, will be responsible for manu- 
facturing, quality control, personnel, 
and the field service organization. 
Horan has begun implementation of 
a program to increase productive 
capacity to better meet market 
demands, while at the same time 
improving product quality. 

Holz will now be responsible for all 
technical operations. He was pre- 
viously employed by Williams Elec- 
tronics before joining Cinematronics 
as director of quality and technical 
services. Holz’s abilities will assure 
Cinematronics leadership in techni- 
cal innovations, spokesmen said. 

Orsban will be in charge of the 
accounting and data processing 
functions for Cinematronics. 

The company also announced the 
addition of two distributors to its 
network, Hanson Distributing in 
Bloomington, Minnesota, and 
Pyramid Distributing in Kansas 
City, Missouri. 


Dennis Rhodes Enterprises 
becomes Rock-Ola distrib 


Dennis Rhodes Enterprises of 
Memphis, Tennessee has been 
named exclusive franchise distri- 
butor for Rock-Ola phonographs for 
the Memphis area, according to 
Ronald Moskal, Rock-Ola’s vice 
president of sales. 

Moskal also states that besides the 
phonograph line, Rhodes will also 
represent Rock-Ola’s video games 
division, currently marketing Jump 
Bug and its newest game, Fantasy. 

Rock-Ola feels that the addition of 
Dennis Rhodes Enterprises, with its 
excellent service department and 
aggressive sales attitude, will benefit 
operators in the area. 

Inquiries on Rock-Ola phono- 
graphs and video games can be 
directed to Dennis Rhodes or Larry 
Brooks at their offices at 669 
Madison Street, Memphis, Tennes- 
see 38103, phone 901/529-1075. 
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Communications scholar sees games 
as ‘access to the computer age’ 


Jorge Reina Schement is an asso- 
ciate professor in the Annenberg 
School of Communications at the 
University of Southern California. 

While many educators are trying 
to ban video games from play by 
school age children, Schement is 
singing a far different tune. Instead, 
Schement believes the games are the 
“harbingers of the technological 
information society.” 

“The nature of work in America is 
changing,” writes Schement in a Los 
Angeles Times editorial. “More work 
involves the production of informa- 
tion than the production of goods. 
Last year, one out of three Califor- 
nians worked at jobs that involved 
nothing more than shuffling informa- 
tion. Their skills are fundamentally 
different from the skills of industrial 
and agricultural workers, and _ it 
seems clear, as more formerly 


mechanical jobs are computerized, 
that these ‘information workers’ will 
eventually dominate the entire 
national work force.” 

Schement writes that educational 
systems will not be able to adapt very 
quickly to the changing needs of 
America’s new work society, that 
basic skills for the computer age will 
be developed from students experi- 
ences in learning to control video 
games. 

While upper middle class homes 
may provide computers for their 
children to learn on, the vast majority 
of American youth will gain access to 
computer technology only in video 
arcades, contends the educator. 

“This potential makes the current 
outcry against ‘moral contamination’ 
from video games all the more 
serious. By reacting so strongly, 
parents and municipalities may be 


MAGNETISM? 


Is magnetism drawing quarters 


into the cashbox? 


No, it couldn’t be. But, still there’s something about the 
games you buy from General Vending Sales Corp. 


Our game recommendations are based on 57 years of 
expertise. That’s why we’re arcade experts. 


GENERAL VENDING 
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throwing out the baby with the bath 
water.” 

Schement says the arcades are 
taking a lot of heat, but the blame 
should actually be levelled at 
schools. 


“Schools officials are also at fault 
for being slow to realize the future 
needs of students, continuing to 
produce candidates for assembly- 
line work as if the industrial output 
were our only priority. 


“We persist in seeing video games 
as simple substitutes for pinball 
machines or, worse, as _ passive 
replacements for social and _ intel- 
lectual activities. Meanwhile, we 
have forgotten that children learn 
from their games, and that the games 
children play teach them physical 
and social skills in preparation for 
adulthood.” 
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NOW WITH TWO OFFICES TO SERVE YOU 
245 W. Biddle St. 


8588 Sanford Dr. 


Baltimore, MD 21201 


301/837-4119 


“If it draws a crowd, it’s from General Vending Sales Corp.” 


Richmond, VA 23228 


804/262-GAME 
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NEWS BEAT 


Ray Galante is delighted with this masked visitor announcing his surprise 
birthday party held recently at his distributorship, Music-Vend, in Seattle. 


Ataris ‘Pac-Man a blue chipper 


Ataris investment in sublicensing 
Midway’s Pac-Man for the home 
video market is already producing 
dramatic returns. 

“Video-crazed Miamians,” reports 
the Miami Herald-on March 30, “are 
converging en masse on local stores 
to get their hands on the home video- 
cassette version of the game.” 

Barney Horton, a manager for 
South Florida Sears, Roebuck 
stores, said an initial stock of 2400 
cartridges, dispersed over fourteen 
stores from Fort Pierce to Key West, 
was completely sold out within three 
days. 

The home cassette, retailing in 
Florida from $29 to $39, has done 


even better in specialty stores, the 
Miami paper reports. 

“We got them last Wednesday, 
and we sold 120 within an hour,” said 
the owner of Video Connection. 


“Two hundred pieces came in last 
Friday and we sold out over the 
weekend,’ added Joe Harari, 
manager of Captain Video. “Forty 
percent of those sales were from a 
waiting list. Now we’re totally out 
and we've ordered 1,000 more 
pieces.” 

Atari reportedly estimates Pac- 
Man will account for 25 percent of all 
home video games sold this year, or 
about 8 million cassettes. 


P. Harper joins Exidy s marketing team 


Exidy has announced the appoint- 
ment of Peter Harper as marketing 
coordinator. In his new post, Harper 
will coordinate Exidy marketing and 
service. 


Harper, a Stanford graduate, has 
been with Exidy for two years as 
materials manager. Prior to joining 
Exidy, Harper held a variety of posi- 
tions in high tech companies. 


“Pete Harper is an energetic, 
vibrant achiever. He has all the 
determination and enthusiasm 
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needed to strengthen our dynamic, 
cohesive marketing team,” stated 
Pete Kauffman, president. 

“In my new capacity, I am dedi- 
cated to creating a carefully 
researched approach to new pro- 
duct evolution,’’ commented 
Harper. “As one of the few manufac- 
turers with complete research and 
development, careful analysis of the 
marketplace is a necessity. In addi- 
tion, plans for fortifying our cus- 
tomer service department is 
currently underway.” 


Bhutani leaves Data East 


Satish Bhutani, who as vice presi- 
dent of Data East of California took 
on one of the industry’s most chal- 
lenging marketing jobs, has resigned 
from the company. 

Bhutani’s challenge with Data East 
was to successfully introduce con- 
vertibility to video games (Play 
Meter, March 15, 1982, p. 46). Now 
that Data East’s DECO cassette 
system has received enough 
applause from the operator segment 
of the industry to indicate it will be 
successful, Bhutani has announced 
he will resume his personal endeav- 
ors. 

Tadashi Yokoyama has been 
appointed acting general manager 
and vice president. Yokoyama pre- 
viously held the position of interna- 
tional liaison and office manager for 
the Santa Clara firm. The appoint- 
ment of Yokoyama is temporary. 


series tells vid players 


The Chicago Tribune Syndicate, a 
newspaper editorial service, is 
currently circulating a series to its 25 
major city newspapers that deals 
with playing video games. 

Beginning in most of its customers’ 
late February editions, the weekly 
feature offers step by step instruc- 
tions from Michael Blanchet designed 
to help players achieve higher scores 
on video games. 

The initial segment introduced 
players to the intricacies of the fast 
and slow versions of Pac-Man and 
included detailed graphs of screens 
and how to proceed in certain 
situations. 

Blanchet offers good advice to the 
serious player and contends “a well 
thought out strategy separates the 
chess master from the average 
player. The same applies to Pac- 
Man.” 

The Chicago Tribune Syndicate 
incorporates many of the most 
respected newspapers in the coun- 
try, including the Washington Post, 
Boston Globe, and the St. Louis 
Post-Dispatch. 

Blanchet is the author of How to 
Beat the Video Games, published by 
Fireside, a subsidiary of Simon and 
Schuster. 
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' WARNING ! 


Contrary to all the publicity, there are many top 
earning game boards that are legal and can be & 
used by you to convert old turkeys into new ° 
| winners —- — We have them! 


GAME PARTS AVAILABLE - 


e GAME P.C.B.- HOT new games - Steady 4 
earners and a few bargain boards for cheap ow 


conversions. 


e Power Supply Modules: Edgeboard connector, 
complete wiring harness, fuse block, line filter, 
heavy duty D.C. power supply, rugged grounded 
line cord, just add our P.C. board. 


e Clear English Documentation. 
e Lifetime Joystick - 4 way, 2 way. 


SIGNAYR OG NEUSTAR 


Phone: (213) 768-7144 


Los Angeles 
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NEW-GAME P.C.B. AND CONVERSIONS 


Five great reasons why 
Modern Vending Sales 
should be your 
Video Game Distributor. 


1. 50 years experience in coin-op Factory Authorized Distributor for: 
2. We are specialists in all phases Atari ¢ Williams ¢ Taito « Nintendo e 

of setting up Video Game Centers Stern «Seeburg * GDI « Exidy « Valley 
3. Thousands of used games in Rock-Ola * Game Plan e Nichibutsu 


excellent condition in inventory 
4. We have the most popular games 
5. Our prices are very competitive 


1-800-428-4206 &:%, 1-800-382-4050 "~ 


Modern Vending Sales Corp., Inc. 
7940 Pendleton Pike 

Indianapolis, Indiana 46226 

(317) 542-9207 


Call (Toll Free) either Scott Housefield 
or Dick Thomas today for more information. 
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NEWS BEAT 


sega/Gremlin showcase tour 


A traveling exhibition of Sega/ 
Gremlin’s new video games was 
greeted enthusiastically by distribu- 
tors and operators in seven major 
U.S. markets. 

Conducted in cooperation with 
and support of key distributors, the 
Sega/Gremlin Showcase enabled 
Operators to meet factory repre- 
sentatives and to learn first-hand 
about the company’s line of pro- 
ducts. 

“The Showcase provided an 
excellent forum for exchange of 
ideas and discussion of topics rele- 


draws crowds 


vant to the industry today,” said 
Duane Blough, president of Gremlin 
Industries, Inc. “An industry first, the 
Showcase proved to be of enormous 
benefit to all who participated.” 

The two and one-half week tour 
reached nearly one thousand distri- 
butors and operators in seven cities 
including Dallas, Columbus, Atlanta, 
Chicago, New York, Boston, and 
San Francisco. 

Bob Harmon, Sega/Gremlin 
sales manager, hosted the show in 
Dallas, Columbus and Atlanta. 
Sega/Gremlin Sales Manager, 


The Sega/Gremlin Showcase Tour enabled operators to talk one-on-one with 
many company executives. Shown here, from left: Bob Harmon, Sega/Gremlin 
sales manager; Bob Klinefelter, customer service manager; and Duane Blough, 
president of Gremlin Industries, Inc. 


Jack Gordon, conducted the 
Chicago, New York, and Boston 
events. Harmon and Gordon co- 
hosted in San Francisco. 

The agenda for each show began 
with brief orientation remarks from 
Sega/Gremlin executives, con- 
tinued with a question and answer 
session, and concluded with a cock- 
tail reception and buffet dinner, with 
opportunity for game play and one- 
On-one discussions. 

“Operators and distributors were 
extremely pleased to have this open 
forum,” said Blough. “We consider 
their input and ideas to be a very 
important part of our effort in this 
industry, and the Showcase was an 
ideal vehicle for that exchange.” 

Participating distributors in Dallas 
were Southwest Vending Sales, 
O’Connor Distributing Company, 
and Commercial Music Company. 
Columbus distributors included 
Shaffer Distributing Company, 
Cleveland Coin International, and 
Monroe Distributing, Inc. 

In Atlanta, Greater Southern Dis- 
tributing Company and Peach State 
Distributing Company participated. 
Albert Simon, Inc., Coin Machine 
Distributors, Inc., Betson Inc., and 
Mondial International co-hosted in 
New York. 

Distributors participating in 
Boston included Bally Northeast 
Distributing, Inc. and Rowe _Inter- 
national, Inc.; and in San Francisco, 
Advance Automatic Sales and 
Betson Pacific Distributing company 
were co-hosts. 

“The success of this tour and the 
benefits to both distributor and oper- 
ator indicate that such Showcases 
and interchanges will become a con- 
tinuing part of our overall marketing 
program,” Blough stated. 


Dallas recreation to include videos 


Dallas Park and Recreation Board 
members have voted unanimously to 
allow video games to be located in six 
park/recreation centers. 

Parks Director Jack Robinson 
was authorized to seek bids from 
vendors who can place the elec- 
tronic games in the centers on a six 
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month trial basis, reported the Dallas 
Morning News on April 9. 

The park department expects a 
50 percent cut on game revenues, 
but Robinson denied that placing the 
games in the centers was motivated 
by the potential profits. 

“Money is not the primary 


reason, he said. “People are just 
interested in this type of activity.” 

Robinson said he has received 
very few complaints about the plan 
and indicated he thought Dallas to be 
the first city in Texas to permit the 
games to be located in recreation 
centers. 
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Videos focus of Independence politics 


Politicos in Harry Truman’s famous 
home town, Independence, Missouri, 
are embroiled in a heated struggle of 
political ethics. The root of the pro- 
blem is video game registration. 

In Independence, political relation- 
ships between friends include busi- 
ness relationships that involve the 
games. Operator Ray Leamon, who 
is also Police Captain Ray Leamon, 
has placed a video game in restaura- 
teur William Baker’s establishment— 
that’s City Councilman William 
Baker. 

Unfortunately, Leamon’s game is 
not properly licensed according to 
the city code, but Baker is receiving 
some political heat about it. Baker is 
running for mayor, and he’s not 
anxious to take the blame for the 
video impropriety. 

“It’s his business, not mine, 
Baker contends. “He just puts a busi- 
ness in here, and we take a percent- 
age of it. That’ s his business to get a 
license.” 
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COME JOIN US 
IN THE 
FUTURE 


By being a step ahead of the 


future, Interlogic knows your needs 


before they exist. 


Interlogic built their unquestioned 
GLOBAL REPUTATION on QUALITY, 


Meanwhile, Leamon applied for an 
occupational license and for a license 
for the game in Baker’s restaurant 
shortly after city records were 
checked to find the game was not 
properly licensed. 

All this hoopla led to a city wide 
search for unlicensed games. 
William Bullard, city planning direc- 
tor, says that survey shows 26 


percent of all the games found were 
not licensed. 

Operators in Independence 
claimed the licensing ordinance was 
unfair because it was not pro-rated 
for the amount of time each game 
was in use. A new ordinance was 
then approved that reduced the 
licensing fee from $50 a game to $50 
for four games. 


Putt-Putt hold tournaments 


Putt-Putt Golf Courses of America 
has recently completed competition 
in two $5,000 video tournaments 
held at their ninety gameroom loca- 
tions throughout the country. 

The national Tempest and 
Centipede finals allowed each con- 
testant twenty minutes to build the 
highest possible scores. 

Two Texans walked away with 
first place prizes of $2,000 each. 


DEPENDABILITY, SERVICE and PRICE. , 


Interlogic’s Domestic and International 
‘‘BUYING POWER’ insures you the highest _ 
quality state of the art equipment at the best price. 


Intérlogic EXPORTS, IMPORTS, DISTRIBUTES, 
and SERVICES all coin operated machines througnosia 


A STEP AHEAD OF THE FUTURE: eit 


‘‘A Logical Place To Be.”’ 


We're looking forward to serving y@ieimmapied 
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Larry Hancock of El Paso scored 
299,816 points during his twenty 
minutes battle with Centipede. 
Curtis Kidwell of Arlington registered 
409,381 points on Tempest machine 
during his twenty minute allotment. 


Putt-Putt Golf and Games, head- 
quartered in Fayetteville, North 
Carolina, plans other $5,000 com- 
petitions for spring. 


Bats 


NEWS BEAT 


Computerized critters cropping 
up In fun restaurants 


The country twangs of a guitar- 
strumming dragon, a buxom fox 
songstress, and a talented cougar 
will be making their debuts to thou- 
sands of pizza eating patrons at the 
new Tex Critter’s Pizza Jamboree 
restaurants across America. 

The new theatronic shows, 
starring Tex Critter the Dragon, 
Foxy Roxy the Fox, Country Cal the 
Cougar, and Sneaky Snake are part 
of a major expansion program imple- 
mented by Castle Entertainment, 
Inc. of Westlake Village, California. 

“The characters weve helped 
create feature the most natural 
movements ever created by com- 
puter-animated characters as well 
as the longest shows,” said Bill 
Rameson, chairman of the board of 
Castle. 


Rameson explained that charac- 
ters on stage at “Tex Critter’s Pizza 
Jamboree” move in an analog, or 
smooth motion powered by air. 

Our new shows will play well over 
six minutes,” he added. 

In addition to the theatronics 
shows and pizza restaurants, the 
new Castle Entertainment centers 
will showcase computer learning 
centers. The learning centers will 


include professionally programmed | 


computers desianed to educate and 


inform children and adults on virtu- 


ally any subject. 

The entertainment aspect at these 
advanced learning centers will also 
feature computer programs that 
place people in various situations 
and challenge them to follow a logical 
series of reactions to these situa- 


THE CALENDAR 


May 7—8 
Ohio Music & Amusement 
Operators, annual convention and 
show, Columbus 


May 12—13 
New Jersey Amusement Operators 
Association, Playboy Hotel & 


Casino, Atlantic City 


June 3—5 
Amusement and Music Operators 
of Texas, Americana Hotel, Ft. 
Worth 


June 20—25 
Bowling Proprietors Association of 
America, 50th annual convention 
and trade show, Town and 
Country Hotel, San Diego, 
California 


July 16—17 
Montana Coin Machine Operators 
Association convention, Outlaw 
Inn, Kalispell, Montana 
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September 10—12 
Joint North and South Carolina 
Associations meeting, Radisson 
Plaza Hotel, Charlotte 


September 24—25 
West Virginia Music & Vending 
Association convention, Ramada 
Inn, South Charleston, West 
Virginia 
October 7—10 

NAMA convention and exhibit, 
The Rivergate, New Orleans 


October 8—9 
Amusement & Music Operators of 
Virginia, Richmond 

October 14—17 
ENADA (exhibition of coin-op 
amusement machines), Congress 
Building (EUR), Rome, Italy 


November 18—20 
AMOA Exposition, Hyatt Regency 
Downtown, Chicago 


tions. 

“For instance, the computer will 
set up a situation where a guy is 
trying to meet a girl and can break 
the ice by delivering a witty line or a 
stupid one,’ Rameson says, “The 
computer would applaud a particu- 
larly clever line, penalize a bad one, 
and periodically provide a rating on 
the performance.” 


Other highlights at these new high- 
tech electronic game centers will 
showcase “Robot Wars” where life- 
size robots will engage in electronic 
laser competition. 

Features in the new pre-teen game 
rooms will include shadow walls 
where children can “paint” and 
contour an image against a wall with 
their shadows. 

In addition to the game rooms, 
learning centers, and pre-teen 
adventure areas, the new Castle 
Entertainment Centers will house a 
video theatre where Disney type 
family films and actual neighborhood 
sporting events will be featured. 

Rameson said the new video 
theatres will be far more than just a 
place to watch television. They will 
take the form of neighborhood news 
centers where videotapes of local 
high school stage shows, neighbor- 
hood parades and sporting events 
will be shown to the public. 

“As far as we know we’re the first 
neighborhood entertainment cen- 
ters to get this involved with the local 
communities,” he said. In addition to 
the public service shows, the video 
theatres will also showcase family- 
oriented feature films, 3-D movies 
and documentaries. 

Another facet of the large centers 
is a party room where birthdays, 
graduations and other family occa- 
sions can be celebrated and video- 
taped for posterity. 

“We're building our Castle Enter- 
tainment Centers to meet the inno- 
vations of technological entertain- 
ment that increases each day. The 
possibilities are limitless,” Rameson 
said. 
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Red Clash” Blasts Off to 
New Galaxies of Profit! 


Red Clash is the latest addition to 
American SunTronics line of money 
makers—The ULTI:-MATES™ It has 
all the ingredients for BIG PROFITS! 


We’ve taken the hot space theme a 
step further putting Red Clash in a 
class by itself. 


The player moves his ship in any 
direction with the 8-way joystick. 
His attack on the aliens, with a con- 
tinuous and automatic fire button, 
is devasting. 


The many levels of play and color, 
the challenge, the exciting sights 
and sound keep the players lined up. 
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e A Proven Money Maker 

e Hot Space Theme Format 

e 8 Way Joystick 

e Great Graphics and Sound 

e Many Levels of Color and Play 


e Special Black Matrix 19” Screen 
for Sparkling Color 


e Jam Resistant Coin Receiver 


e High Rated, Heavy Duty Power 
Supply for Reliable Continuous 
Operation 


A meri 
SUf Tronics... 


1865 Wickham Road 
Melbourne, Florida 32935 305/242-0344 


An Exclusive American SuntTronics, Inc. Game! 


i 
SPIN, By rt Ae Sie ox 


When something has never 
been done before, 

and things will never 

be the same again, 


that’s originality. 


ELECTRONICS, IN 


We spare our readers unimportant advertisers. 
We spare our advertisers unimportant readers. 
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their show to spring but it fell on deaf 
ears, so we did it ourselves.” He 
noted that the period around Hallo- 
ween is the “main buying time for the 
jukebox industry, historically. And 
that has dictated the timing of their 
show. But our industry is now pre- 
dominately a games market, and 
spring is the most important time for 
game buyers, with Easter (holidays) 
as the deadline.” 


They came, they saw... 

Product “testing” by the buying 
public—the operators—was part 
and parcel of the AOE ’82. The 
newest in videos and pinballs for the 
spring buying season were on dis- 
play, much of this equipment 
equalling the result of the factories’ 
engineering and player research that 
had extended back over a year. The 
crucial test, that of the operator in 
the marketplace, was performed on 
the AOE springtime show exhibit 
floor, and exhibitors reported that 
they were pleased with the quality of 
discriminating buyers who were 
giving their products critical play at 
the show. 

Also, many new concepts to aid 
the operating industry were on 
display with the producers’ repre- 
sentatives present to introduce 
these aids to operators first-hand. 
Such concepts included Willis Indus- 
tries’ arcade wall appliques designed 
to lower the cost of interior decora- 
tion. Convertible games were shown 
by several factories. And support 
systems including computers for 
operators, hands-on repair systems, 
and auxiliary products such as all- 
weather game housing were dis- 
played; as were tokens, electronic 
test equipment, video game moni- 
tors, and specialty amusement 
equipment including remote-con- 
troled cars and robots, promotional 
items, bill changers, pool tables, 
kiddie rides, accounting systems, 
coin-op pianos, phonographs, coin 
acceptors—and much more. 

Coining a phrase, perhaps, was 
Peter Lillios, president of Interna- 
tional Totalizing Systems, who 
termed the AOE “a great success 
story. It was absolutely dynamic, 
more than the AMOA show ever 
was, and it was well-thought-out and 
planned well,” said Lillios. 

Operators were just as enthusias- 
tic. One of these, David Gage of 
Lansing, Michigan, newly entering 
the business, said: “It’s an excellent 
show, although the first one I’ve 
attended in the business. I liked the 
seminars. It was great.” 

An expanded seminar program 
complemented the exhibits—which 


Good business on children’s coin-ops was reported by Kiddie Rides/U.S.A.’s Bob 
Versman (far left) and Mel LaForce (2nd from right). 


Williams’ newest video Robotron 2084 whetted much interest among the 
operating public at AOE ’82. 


lle 


Bally’s Mr. & Mrs. Pac-Man pulled rave reviews as the new pinball to watch. 


had risen from the 81 booths for 
3,000 attendees in New Orleans in 
spring 1981 to the 315 booths accom- 
modating some 150 companies 
showing at AOE ’82. The growth had 
exceeded even the expectations of 
show organizers Conference Man- 
agement Corporation, Stamford, 
Connecticut, which had planned for 
a maximum of 300 booths and which 
was contracting new exhibitors even 
through the week preceding the 
AOE. 

Additional space had to be carved 
out of the concession area on the 
Hyatt conference building floor. It 
was an about-face from 1981’s AOE, 
where operator turnout was high, 
but many factories had balked at 
exhibiting in a springtime show. 
Now, in Chicago in March, both 
segments, seller and buyer, were in 
place. 

Lally noted, “All of the exhibitors 
have already asked us for larger 
space. We plan to return to Chicago, 
to the Hyatt Regency in ’83, just as 
the AMOA is coming here for their 
1982 show later this year.” He added 
that a second floor of the conference 
building will probably be utilized by 
the AMOA this fall, and that the 
added floor can also be expected for 
AOE ’83 exhibit facilities. 


, _ 


The dates for the AOE ’83 show in 
the Hyatt are set at March 10—12. 


The trade talks 

The Chicago show site provided 
also a meeting place for the coin 
industry in incidentally fine spring 
weather, laced with afew snowflakes 
from the season past. Several firms 
held social functions in the Hyatt 
Regency to talk product and meet 
the buyer personally. 

The press was out in force for 
AOE ’82: Media present were 
Playboy magazine, represented by 
Jim Barker; ABC news producer 
Chris Antoniacci; and KBTV/ 
Denver’s Bob Tews and Rick 
Sallinger, who were on the trail of a 
video game copyright issue story. 
These among others, including 
editors of Coin Slot (U.K.), Vending 
Times, American Automatic 
Merchandiser, and Canadian Coin 
Box Magazine, all saw the newest 
product and talked with 6,500 
industry persons at the AOE/ 
Chicago show. 

With all the “show biz star” aspect 
of the games themselves, the press 
on hand, and the factory reps 
present—the operators were the key 
to the recognized success of the 
AOE in Chicago, exhibitors noted. 


MONTH AFTER MONTH 


after month...after month...after month 


You can count on Commercial Music 
Company. We’ve been locally owned for 
40 years, serving our operator/customers 
with first line equipment and depend- 
able follow-through. 


Exidy’s Leslie Hauser commented, 
“We were real pleased, and amazed 
that the turnout was as extensive as 
it was, at the way the show was run, 
and at the type of people passing 
through. It was more conducive to 
business than at the AMOA, where 
you are tripping over baby buggies 
and so forth. 

“The cross-section of operators 
was very good, easily as good as at 
the AMOA, and easier to identify 
because of the time you have to 
spend with the customer,” said 
Exidy’s Administrative Vice Presi- 
dent Hauser. 

She added: “It’s too few and far 
between to have one major trade 
show a year, both for the timing and 
the demands of the buyer today. We 
plan on exhibiting every year.” 

Bally’s Marketing V.P. Tom 
Nieman said the benefit of the show 
to marketing pinball machines was 
“just fantastic. The reception to both 
products we showed (Mr. & Mrs. 
Pac-Man and Rapid Fire) was way 
beyond what we anticipted. 

“Tt’s when you show a product to 
the public that you get the true feed- 
back. In this case, it was way beyond 
what we’d hoped to get on both pro- 
ducts,” said Nieman. 

At Gremlin/Sega, sales executive 


Featuring Rowe AMI music, Automatic Products, 
and all major game lines. 


COMMERCIAL MUSIC CO. 


1550 Edison St. @ Dallas, Texas 75207 


(214) 741-6381 


Qe +34 


IMMEDIATE DELIVERY 


ON 


Nintendo | Donkey Kong Gremlin 
Venture Line Looping Midway 


Gremlin Turbo (cockpit) AND OTHER TOP GAMES | 


From 


CENTRAL 


the prompt delivery people 


Representing all major manufacturers 
We have the best reconditioned games 
in the country—no brag, just fact. 


CENTRAL 
DISTRIBUTING CO. 


3814 Farnam St. Omaha, Nebraska 68131 
(402) 553-5300 


‘“‘Our prompt delivery really sets us apart.” 


Bob Harmon said, “The show, as far 
as I’m concerned, was superb; a 
good turnout, professionally run, 
and we’re all elated. I can’t think of 
anything you could have done 
better...and I’m just mentioning the 
‘bad’ points,” he quipped. 

Harmon voiced the same senti- 
ment as many operators and every 
exhibitor contacted, regarding the 
exhibit floor rule against children 
under 18 years of age being allowed 
in the games display area. “This way, 
operators, distributors, and others in 
the business get to play the games,” 
Harmon noted. 

At Gottlieb Amusements, team 
spirit was high for the show before its 
opening. The firm was returning to 
AOE after a successful year with pin- 
balls following its spring 1981 intro- 


Touted by many as the ‘video game of the show,’ the new Zaxxon was shown-off duction of new product at AOE/New 
by Gremlin’s Len Wisz (far right). Orleans—where competing pingame 
eae iin : iia | , manufacturers were notably absent. 
=— <= \\  * g@ii- ie ba | : At a March 25 distributors luncheon 


in the Hyatt, Gottlieb’s Marketing 
V.P. Marshall Caras told his group: 
“Gottlieb is here to recognize the 
interest the show will create. A year 
ago, we were the first to recognize 
that interest, and I’m glad we did.” 
Tom Stroud at Cinematronics, 
Inc. said, “It was probably as good a 
show as we’ve ever had. I would only 
rather it be in New Orleans,” added 
the El Cajon, California executive. 
Stroud ventured comment on the 
quasi-gambling sector’s equipment 
on display this year at the AOE. (Play 
Meter had attempted to designate 
the show as “amusement games 
only” and to rule out the “gray area” 
~— equipment. However, that attempt 
ar was blocked for the March 1982 


AOE seminar speaker Don Glendening,, at right, and CAME Software’s William show after threats of lawsuit, con- 
Morris, left, explain computer system to an amusement operator. cerning cancellation of existing con- 
tracts, led the show’s organizers to 


Lottery (-“ reinstate the exhibitors of games 
“IT tr i a ah: such as draw poker. The sponsors 
| . oo have vowed to exclude the gaming- 

type equipment from AOE ’83.) 

Said Stroud: “I’m not self-righ- 
teous, | like to gamble in Las Vegas. 
But they don’t show electronic toys 
at coin trade shows, and gambling is 
also another different type of equip- 
ment.” 

Timing of AOE wasalso saluted by 
Cinematronics’ executive vice presi- 
dent. “It’s a time of year when people 
are serious about buying games. 
About the only advantage for the 
AMOA (fall show) is for the copiers,” 
said Stroud. 

At Williams Electronics, a spokes- 
man also termed AOE ’82 “a great 
success. In our changing, growing, 
On display also were quasi-gaming machines. This type of equipment will be and volatile marketplace, the AOE 
barred from the 1983 AOE. gives operators and distributors an 

opportunity to view products first- 
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hand, not once a year at the AMOA.” 

Positive results for Williams came 
in the AOE attendees’ response to 
Williams’ new video, Robotron 2084, 
said Nancy Goodwin. “As far as 
we’re concerned, it was the hit of the 
show. We’re pleased with the 
results,” she said. Williams was 
planning to expand to ten booths for 
AOE ’83. 

Dynamo’s Johnny Lott com- 
mented that AOE ’82 provided 
“definitely a good boost for our busi- 
ness. It was just that the type of 
Operator there was more serious 
about his business.” 

“It was a Classic,” said Jim Frye of 
Brady Distributing, Charlotte, North 
Carolina. 


Seminars 

Toward a serious approach to 
coin-op business, the AOE seminars 
were a feast for an information- 
hungry operating public. And feast 
they did. 

Seminars were scheduled for 9— 
11 a.m. and 3:30—5:30 p.m. daily, 
not to conflict with the exhibit hours 
in mid-day—an arrangement which 
suited both exhibitors and atten- 
dees, many indicated (with some 
comment, however, that the length 
of the three-day show could be 
increased somewhat to allow atten- 
dance at more of the seminars). 

Thus, the attendee could enter six 
seminars during the course of the 
AOE. Many said that they were 
splitting up the personnel from an 
Operating company, or even man- 
wife teams, in order to take in as 
much of the informational diet as 
possible. 

When the figures were in from the 
show’s organizers, it was found that 
the time spent “in class” amounted 
to nearly 13,000 people-hours. That 
length of time, if laid back-to-back, 
would stretch to 541.6 days—or one 
and a half years, with no sleep-time 
or eat-time. 

So the “composite operator” 
could be said to be quite well 
informed at AOE ’82 (even if a bit 
sleepy and hungary); “he” had com- 
pressed 14 years’ study and discus- 
sion into three days in the Hyatt 
Regency/Chicago. 

It was a time-compressor capsule 
for all who were involved: exhibitors, 
distributors, operators, the con- 
ference organizers, and the staff of 
this magazine. But, returning to 
home bases, the attendees con- 
tinued to voice enthusiasm for the 
three-year-old “‘Show for the 
Eighties” —and to make plans for the 
coin industry's Amusement Opera- 
tors Expo 1983! co) 
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Cinematronics’ Steve Blattspeiler, left, with distributor Pete Entringer, AVA/ 
St. Louis, point out the newest vid from El Cajon. 
= | A 
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Mike Wright of Exidy Inc., at right, confers with Chat McMurdie of Advance 
Automatic/San Francisco, about Exidy’s new game Victory. 


While scouting the show floor, attendees dropped by Play Meter’s area to get 
directions, pick up a show issue, and chat. 


49 


More scenes from AOE ’82 


By 


& 


Venture Line showed off its interchangeables, including the 
newest, Looping. 


it 


She 


What’s your excuse? It’s an environmental-sound phonebooth 
designed to make your listener think you’re somewhere else. 


Loewen-America’s new prexy, Rus Strahan, pointed up the Ken Vezina, far right, of Game-A-Tron, checks out the action 
remote-control features of 204-I phono. 


that centered on the company’s new video Dambusters. 
ib sip 
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Gottlieb Amusements tested coin-ops’ in 


terest in its new Tokens were a topic of high interest at AOE, and 
Reactor, in-house developed video. 


Phyllis 
Bohrer of Green Duck was happy to supply information. 


Taito’s hit game Alpine Ski was getting a lion’s share of 
attention from show-goers. 


At distributor Penn-Ray’s booth, Bill Ray, Sr. (center), offering 
a complete line of amusement supplies. 
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SHOW AND TELL 


Well, here it is April 1 (as of this 
writing) and the just completed AOE 
is still fresh in my mind. I offer this 
date to help put things in perspec- 
tive, although I have mentioned 
about magazine lead times in the 
past, and bring it up again because so 
many of you asked on the show floor 
when a particular game might be 
reviewed in Critic’s Corner. So when 
I answered that I didn’t know more 
often than not, I was telling the truth 
since the timing of issues and when 
the columns must be written are fre- 
quently not in tandem. It’s a fact of 
the publishing world and if you think 
it’s hard for Play Meter, realize that 
with GQ we’re working on a five- 
month lead time, so what you see in 
any given issue has been done at 
least five months earlier than the 
month of the issue. 

I will say that the show was a 
bigger success than probably any- 
one had imagined and will even 
repeat something I heard one exhibi- 
tor say when he stated that if the 
AOE could continue to be as good as 
it has been, he thought in three years 
it would supercede the AMOA show 
in importance. Whether or not 
you're willing to go along with this 
forecast, the truth is that there was 
more new product on the Hyatt floor 
than was found at the Hilton and 
there’s no denying that the timing is 
far better for the manufacturers. 

Admittedly, with the diversity of 
equipment on the floor and all the 
seminars that seemingly ran non- 
stop, the AOE might even need an 
extra day or two for those who want 
to try to catch everything—because 
there just wasn’t enough time during 
the day to accomplish all that’s 
probably necessary for operators 
wanting to keep a leg up on the com- 
petition. 

If you did miss anything or couldn’t 
make it to the show, I'd like to offer a 
brief overview and some comments 
as to what some of the machines 
were that, at least, stand out in my 
mind. 

The highlights I’m about to offer 
up are really given in no specific 
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order other than the way I tended to 
walk the aisles. So don’t read into 
any given sequence any more impor- 
tance than that; positioning to the 
escalators is really the determining 
factor here and nothing more. 

At Gottlieb there was the pleasant 
surprise of their first “in-house” 
video called Reactor which, for me, 
approximates some of the action of a 
pinball machine and enhances this 
play strategy with some great 
“music” and sound effects as well as 
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An AOE overview on parade 


by Roger C. Sharpe 


a full spectrum of color and for what 
could prove to be a real solid per- 
former in the months to come. The 
variation on screen from what has 
predominated in the past was 
refreshing and might even make this 
effort a good unisex game. 

Also at the booth was Gottlieb’s 
Caveman pin-video that has been 
substantially improved upon since its 
unveiling at the AMOA and a new 
pinball called Devil’s Dare that is one 
of the best playing games in a long 
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‘Bally had the next Pac-Man outgrowth, this time in a pinball machine which 
borrows from the video form—but without the screen and joystick.’ 
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‘Hyperball: Whether we call them trig-vids, skill shooters, rifle 
games, etc.—these machines are not pinballs...’ 


KZ. nm 


Caveman should fill a need for a novelty game, because it is 
different from the norm in pinball.’ 


time from anybody, with an array of 
shots and features that should 
appeal to those flipper players who 
still remain as well as the increasing 
numbers that seem to be returning 
to this coin-op alternative. I feel very 
positive about DD even though] had 
my head handed to me, repeatedly, 
when | was playing it. Let me tell you, 
Gottlieb has a lot of ringers standing 
around who could probably play 
blindfolded and still astound 
watchers with their ability to make 
shots. Anyway, there’s multi-ball 
action which has been nicely inte- 
grated into the scheme of things as 
well as a multi-mode bonus timer for 
getting a possible two- or three-ball 
extra ball amount of play depending 
upon how well a player does in multi- 
ball play. Good, long shots and 
balance throughout make this a 
game worthy of a second look by 
those who might not have sensed its 
value on the first go around. 

Caveman should fill a need for a 
novelty game that might parallel the 
success of Atari’s old Hercules only 
because it is different than the norm. 
For locations with transient 
customers this is amust and so too is 
the Bally effort called Mr. & Mrs. 
Pac-Man. 

At Bally there was the next out- 
growth of the Pac-Man phenome- 
non, this time in the guise of a pinball 
machine, which also incorporates a 
center playfield grid, or maze, that 
can get the player even more points 
as well as a new learning process in 
trying to master the totality of the 
game. It borrows heavily from a 
video portion, but without the screen 
and a joystick—using, instead, two 
flipper buttons on the left side of the 
cabinet and one button on the right 
side for movement and control. 
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Also present was Bally’s Vector 
which is reviewed in the Corner 
this time around, although most of 
the traffic was around the company’s 
Rapid Fire rendition of Williams’ 
Hyperball. First off, whether we 
want to call them trig-vids, skill 
shooters, rifle games, or whatever, 
the classification of these machines 
and any others that undoubtedly 
follow, should definitely not be as 
pinball machines because they’re 
not, even though the cabinetry might 
be the same. (Bally in fact has 
upgraded the styling of its cabinet 
design with this game as well as the 
Mr. & Mrs. effort.) 


What’s different 
However, more to the point is 
that Williams was first on the block 
with the new generation of equip- 
ment. And to those who asked which 
was better or which they should buy, 
my response is that although there 
are great similarities, there are some 
differences which I’ll get into in a 
future issue and that if it’s a valid 
game concept, then both models 
should be bought because they are 
different. Otherwise, it would be like 
someone saying that since they have 
one video game or one pinball 
machine that they won’t buy any- 
more. Within a given category of 
equipment you buy what the public 
will support for your location—no 
more, no less. So let’s get away from 
which is “better” and how many of 
each any given operator will want. 
Also at the Bally booth were a 
couple of video creations including 
Bosconian and Rocky Roto. The 
former looks like a pretty good space 
theme game, although I question its 
life span on location over the long 
haul, while the latter isn’t too bad a 


variation on a create-your-own-type- 
of-maze game, with some pretty 
good graphics. But more time with 
both games in playing them will be 
necessary to get a proper perspec- 
tive of what they indeed have to offer 
the player. 

Moving along and around the 
show floor for those games which left 
some kind of impact after the brief 
passage of time, there was the Cine- 
matronics booth which was heavily 
promoting its Jack the Giantkiller, 
although this “climbing” game didn’t 
hit me as much as War of the 
Worlds, which might prove to be a 
sleeper for its beautiful graphics and 
rather simplistic play. This shouldn’t 
be a turn-off to those left adept 
players who cringe at the thought of 
a thousand buttons or other numer- 
ous controls. And there was the 
“boxing” game variation, the name 
of which escapes me now, but the 
play, similar to Atari’s (conspicuous 
by their absence on the _ floor) 
Tempest. This Cinematronics game 
had a center control that seemed too 
sluggish and not responsive enough 
for the action on screen; hopefully an 
adjustment to quicken this might 
salvage the effort which wasn’t too 
bad. 

An interesting variation on a 
theme was the Micropin that was 
shown at another booth and might fit 
into some new locations cramped for 
space. But, from what I gather 
talking to people on the floor, the 
price, supposedly around two grand, 
might prove to be a detriment for 
this game ever getting off the ground. 
But the play was faithful to the full- 
size games and only lacked a bit 
more control on the “flippers” in 
order to cradle a ball. Otherwise it 
was fun to play and might fit a niche 
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3. Once aboard, you attack 
pirates with sword or lead them 
into cannon fire. As you approach 
“Cheri”, a bird steals her away. 
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6. Travel through jungle in search 
of “Cheri” avoiding tigers, trees 
and natives. 
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9. London 5 Bridge. Watch out for 
cannon fire. Lure hostile choppers 
into cannon fire; and if all are 
destroyed, bridge will open and 
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7. Arrive at native village and see 8. Continue chase across the sea, 
“Cheri” tied to stake. Fight and avoiding deadly helicopters and 
destroy natives. Just as you think fly onto... 

“Cheri” is saved, a helicopter 

whisks her away. 


10. As you drift away in your hot 
air balloon with “Cheri” safely 
inside, she says “I love you”. 
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somewhere out there in the real 
world. 

Elsewhere, at Williams the proof 
was still mounting that there was a 
very large need for a new form of 
entertainment which Hyperball 
seems to be filling given the numbers 
coming in on test reports for the 
piece. Although the big news here 
might well be their two joystick 
control Robotron video game which 
looks to be a winner even though 
there were some comments about 
the “clutter” on the screen with the 
variety of objects seemingly endless. 
But the play is swift and action- 
packed and it’s not too difficult to 
know how to play the game; master- 
ing it might pose a bit more of an 
investment, but then that’s what the 
business is all about. Anyway, it 
looks like a good piece and a fittingly 
strong departure from the Defender/ 
Stargate duo that was so successful 
last year. 

Exidy was emphasizing Victory 
which was previewed at the AMOA, 
but here it was in force along with 
Mousetrap, the maze variation. But 
Victory should be a factor in the race 
with its impressive graphics and 
sophisticated action that still con- 
founds me, but then I’m in a unique 
category all my own when it comes 
to video, anyway. 


Also getting some attention was 
Venture Line’s Looping, a crazy 
flying video that I’m still unsure of at 
this point because of the controls 
and the basis of the game action. 


Impressive...and “cute” 

What did impress me and might 
well be a sleeper was Konami’s Tut 
which is a colorful maze game that is 
fun to play as well as look at, and 
might truly appeal to that female 
market as well. Catch it when you 
get the chance and see for yourself. 

Rock-Ola continues in the “cute” 
derby with its Fantasy as well as a 
balloon-inspired game and one other 
that is heavy on graphics and not 
much else, although players might 
want a break from the other action 
around and want to travel ina VW 
“Sump bug” or whatever. 

Game Plan looks to be in the race 
with an interesting effort called Pot 
O’ Gold and there were any number 
of newcomers offering convert-a- 
games and the like, hoping to capi- 
talize on the video boom. 

At Stern, besides Frenzy and 
Amidar, with the latter already 
earning high marks at the ATE, the 
company brought forth its Orbitor 1 
pinball machine that is really novel 
and different from the norm. A 
molded plexiglass playfield, com- 


plete with ridges and grooves might 
well bring in its share of quarters for 
those looking to catch players. It is 
different and might well fit into that 
novelty category, once again proving 
that you ain’t seen nothing yet in 
terms of what can be done with 
flipper games. 

But even with all of this, I couldn’t 
help but think that two remote con- 
trolled robots doing battle might 
have their own place somewhere and 
that with all the kiddie rides around, 
my two-year old, Joshua, would have 
had a field day if he were around. 
Thank God he wasn’t, otherwise I 
might have had to consider buying 
one and the apartment is already 
filled to the rafters with all the 
goodies Toys R Us has to offer. 

Anyway, it was a good show. As 
you can tell if you weren’t able to 
make it out to Chicago, the equip- 
ment was more than ample for every- 
thing and everyone, with basically 
something for all tastes. What the 
winners will prove to be is yet to be 
determined, but at least we can all 
gain from what will be coming in the 
next few months and have a fair idea 
of trends as the business continues 
to expand and grow. @ 


Contributor Roger Sharpe is 
managing editor of GQ magazine. 
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‘Play dough’: 


Tickets to the arcade 


by Ray E. Tilley 


An arcade operator is a kind of 
“P.T. Barnum’—a promoter of 
entertainment. Imagine your planned 
or present arcade as having a circus- 
tent canopy: You want to draw the 
crowd inside, to play your games. 

While old P.T. might be called a 
breed of “hard sell” promoter, the 
present day’s sophistication demands 
softer tactics and the use of a bit of 
psychology. But a clue can be taken 
from the circus/carnival people: 
When the Big Top comes to town, 
the advance man of the shows has 
already distributed free admission 
tickets to “key people” in town— 
newspaper people, major merchants, 
and high schools for distribution to 
the better scholars and team cap- 
tains. 

Carnies are hardly naive in the 
ways of promotions. Those “free” 
tickets are like magnets, bringing 
people to the sideshows who will 
bring other people (at paid admis- 
sion), and all these people, once 
under the Big Top will pay for per- 
formances, rides, and games... 

So it is with a major tool for the 
arcade operator, tokens. 

Advantages of tokens for game 
play, however, go beyond the simple 
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scheme of the sideshow barker. 
Tokens offer flexibility in pricing, the 
assurance of cash security, and the 
proven ability to spur increased play 
on your coin-op machines. 

Ideas for the extension of cashbox 
profits through use of tokens are 
only as limited as your imagination as 
a “pitch man.” From the experience 
of operators on tokens, however, 
here are a few of the useful tips pro- 
vided in “Notes & Quotes,” a 152- 
page handbook made available by 
token maker Van Brook of Lexing- 
ton at a $4 cover price (U.S.). 

e “Our operation is a combination 
ice cream parlor with games; we are 
located next door to a theater, in a 
large shopping center. We worked 
up a deal with the theater manager to 
let us put up a poster in his lobby. 
Movie customers are invited to bring 
their movie ticket stubs to our 
Gameroom next door, and trade the 
stub for a free game token. 

“We have had excellent results all 
summer long, averaging between 
200 and 300 kids per day on the pro- 
motion. Of course, nobody can play 
just one game, and we are probably 
getting better than one dollar aver- 
age from each customer on the 
ticket-stub deal...” 

e “I went out and bought about 
30,000 small white stickers, about 
yy,” x 2”, on a backer sheet. I set up 
my computer to print these with 
‘Good for 1 game token.’ After print- 
ing a supply, I put a sticker on each 
can of Coke in my vending machines. 
Customers soon discovered that 
(with a Coke price of 45 cents), this 
was a terrific deal. My Coke sales are 
more than double, and I am increas- 
ing the vend price (of drinks) to 50 
cents. 

“We are giving away a little bit of 
time on the games in return for 
added cash profit from the vending 
machines.” 

e “The local Pepsi bottler agreed 
to share the cost of our tokens, with 
our using the Pepsi design (stock 
token die) on the back of our tokens. 
This saved usa lot of money. Anyone 
who goes after this type of agree- 
ment should try to get it to cover re- 
orders for tokens, as well as the 
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initial order.” 

e “For a long time, while we were 
still using 25 cent operation, we had 
all of our pinballs set for three balls per 
quarter. After we converted to token 
operation, it occurred to us that we 
ought to try some promotions on 
pinballs, to boost the income. We set 
each pinball back to five balls per 
game, and we awarded a $5 roll of 
tokens on each pinball, for any new 
‘high score to date.’ 

“It has worked out very well, witha 
lot of new interest and added income 
from our pinballs. I think that many 
customers really feel cheated on 
three-ball pinball. When you give 
your customers a better deal, or 
more for their money, you come out 
the winner. This has also been 
proven with our token promotions.” 

@ Ladies Night: “We have Ladies 
Night every Tuesday night. This 
used to be our slowest night, but not 
now. A kid and his date come in; he 
buys a dollar’s worth of tokens (four 
tokens) and we give his date a 
dollar’s worth, free. The kids like it 
very much, and we are continuing 
the Ladies Night as a regular weekly 
promotion. 

“Have you noticed the prices on 
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tickets to rock concerts? It’s a $30 
trip with a date. A kid and his airl- 
friend can have a fun evening in our 
gameroom for about $5.” 

e “We give every kid two tokens 
for the A’s and B’s on their report 
cards. You should see our place on 
Report Card Days...wall-to-wall 
customers. 

“Our set-up is in an ice cream 
parlor with arcade games. We givea 
free game token with every dollar in 
purchases.” 

e “Our arcade is in the downtown 
area, and we used to have a lot of 
bums and loafers who came in just to 
get warm in the wintertime, and to 
cool off in our air conditioning in the 
summertime. They never spent a 
penny. 

“After we converted to tokens, we 
went to a minimum admission charge 
at the door: a buck to enter, and you 
get five tokens for the games. We sell 
five for a buck all the time.” 

@ Super Sunday: “We have a 60- 
piece arcade in a large suburban 
shopping center. Sunday was our 
slowest day of the week. Every store 
in the mall was closed except for our 
arcade and a drug store, and we got 
very little traffic. Four weeks after 
converting to tokens, we had built 
Sunday into our biggest day of the 
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week, even bigger than Saturday. 

“We thought we’d give it an all-out 
promotion at eight tokens for a dollar 
on Sunday to see what would 
happen. Now we are absolutely jam- 
packed all day on Sunday, from 
opening to closing. The customers 
love it, and of course, we love it too. 

“Would we drop back to five or six 
tokens instead of eight? We wouldn’t 
think of it. It’s not what you sell the 
tokens for, it’s the bottom line at the 
end of the day that really counts. 

“Some of the kids buy extra 
tokens on Sunday to bring in during 
the week. That’s just fine with us, 
because it brings them in more often.” 

Arcade tokens have been in use 
for more than a dozen years, notes 
one token maker, so it’s not really a 
new idea. The newness comes in the 
ingenious application of this shiny 
promotional tool. Few businesses 
have such a ready opportunity to 
increase profits as the operator who 
banks in his own “arcade money.” 
He is able to stimulate business 
through sheer creativity. 

This is rather vital to the balance 
sheet in a time where a “shake-out” 
is seen coming in the gameroom 
business, with many areas over- 
flowing with too many gamerooms to 
pull more than the same dollars that 
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are out there for playing. The fittest 
operators will survive, and the fittest 
will be those operators who continue 
to advertise and promote, industry 
observers note. 

“Walkaway profits” are another 
aspect of token use. This refers to 
the amount of tokens that never 
come back into the arcade’s “token 
banks.” Whether the customer took 
them across the state to use in 
another arcade—or took them away 
as amemento, or simply lost them— 
they represent a profit to the opera- 
tor. 

Van Brook analyzes this factor this 
way: “Based on a walkaway of 400 
tokens weekly, and assuming 25 
cents selling price with an 8 cent 
cost, the weekly profit is $68, which 
on an annual basis is just about 
$3,500, pure profit.” 

However, some operators balk at 
this point, saying: “We aren’t in the 
token selling business, we’re in the 
arcade business.” And the average 
token is reputedly used 50 times 
before being lost. If the first-time cost 
of the token does not have to be 
repeated with every one of 49 follow- 
ing sales, it is an advantage to the 
operator to keep the token circu- 
lating in his arcade. 


(continued on next page) 
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How many tokens do you need? 
The above question is often 
asked regarding the ideal quantity 
of tokens needed for asmooth opera- 
tion. The answer depends on the size 
of the operation, the arcade’s weekly 
revenue, and most important, how 
often you plan to empty the cash- 
boxes and recycle the tokens. 

Van Brook of Lexington recom- 
mends not to buy more than you 
need, until you determine added 
need. But for an example of start-up 
needs, “Notes & Quotes” advises: 
“You have a gameroom with 20 or 25 
pieces, and you expect to average 
$3,000 per week. At four to the 
dollar, that would be 12,000 quarters. 
If you plan to empty cashboxes once 
a week, you'll need about 14,000 
tokens, Remember, you are allowing 
for walkaway tokens at an average 
rate of 5 to 10 percent a week, for the 
first three to four weeks. The walk- 
aways settle down to about 3 to 5 
percent a week, after a month. 

“If you plan to empty cashboxes 
twice a week, then 7,000—8,000 
tokens would be a fair estimate in 
this example,” stated Van Brook. 

Some other chief considerations 
for play money bear study, however. 

—Play increases when an arcade 
goes to token operations, and profits 
increase. People think of tokens as 
non-money, something less valuable 
than the cash they paid for the 
tokens. So, at five tokens for $1 (or 
whatever formula the location owner 
decides is worthwhile), the customer 
has a sense of “getting something for 
nothing” and plays more than he 
might have otherwise in inserting 
silver U.S. legal tender into the slot. 

—Vandals are thwarted. If a 
change machine is clearly dispensing 


tokens, it has much less appeal to a 
burglar. In some cases, operators 
reportedly have insisted that loca- 
tions switch to tokens because the 
risk from theft will then lie with the 
location. Cash received for tokens 
will lie deposited in a safe or else- 
where—not in the equipment, which 
may be rifled by a burglar seeking a 
hoard of quarters. (The machine will 
be handily labled, “Tokens Only,” 
and the only theft possible will be a 
free play or so—providing the thief 
can, at best, get a token.) 

A route operator offers experi- 
ence on the last point. “We have alot 
of machines at the convenient-type 
stores, which are open very late, and 
some are open all night. The hold- 
ups were so frequent that the stores 
forced us to keep the quarter bank at 
our expense. Every time a location 
got hit, we lost between $600 and 
$1,000,” the operator said. 

“The hold-ups are still going on. 
But they are afraid to take the 
tokens. Switching to tokens is saving 
us thousands of dollars, every year.” 

—A chance factor can be built-in, 
where this is legal, in dispensing 
tokens. One such method is “a red 
token gives 20 free.” An operator 
reports, “A guy will buy $5 in tokens 
trying to get the red token.” Another 
“freebie” attractor is gearing $1/$5 
bill changer to give extra tokens for 
each $5 bill. 

The bill changer machine is your 
ally in this and other aspects of pro- 
moting your arcade and keeping 
your customers. One operator com- 
ments in “Notes & Quotes:” 

“IT think that there is a psycho- 
logical reason that bill changers 
increase revenue. A bill changer is an 
impersonal machine built to dis- 
pense change or tokens. Whena kid 


faces a bill changer, he is not facing 
the manager or attendant of the 
arcade. 

“If the kid in question makes $5 a 
week on his paper route, for exam- 
ple, the chances are pretty good that 
the manager or arcade owner 
knows, or has a pretty good idea, of 
the total amount of the paper route 
income, weekly allowance, or spend- 
ing money the customer has to 
spend on games. If the customer 
believes that his limited cash avail- 
able to spend is known, then he will 
be ashamed or embarrassed to be 
spending his last dollar or two—and 
under these circumstances, he 
would much rather face the bill 
changer than the manager or arcade 
attendant.” 

Another operator reports: “We 
keep our bill changer set to dispense 
$6 worth of tokens for $5 all the time. 
You would be surprised at the num- 
ber of $5 bills we take in. It encour- 
ages our reqular players to spend 
more and play longer. The ‘$6 for $5’ 
idea has been very profitable for us, 
and we think anyone with a bill 
changer can increase his business 
this way.” 


Other factors to consider 
—Promotion can spin off to and 
from areas outside your arcade. The 
operator could give a certain number 
of his tokens to a fast-food restaurant 
(this is done between miniature golf 
courses and a national hamburger 
restaurant in some markets, with the 
restaurant paying the operator a 
fraction of the “free play” amount 
given away) or a store. And the 
restaurant or store could have its 
own promotional device in awarding 
tokens for buying the premium lunch 
Or purchasing a certain item the 
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store manager wants to push. On the 
operator’s side, he could buy cou- 
pons from the restaurant or store, 
giving a discount to players in the 
arcade in the form of a free ham- 
burger or merchandise. Check with 
any McDonald’s or other national/ 
regional chain’s manager for the dis- 
count price to you of these “free” 
tickets. The cost to you is often fig- 
ured on coupons actually redeemed 
at the restaurant/store. 

—“Pilferage” (that nice term for 
employee theft) is reduced. With no 
cash value at stake—a policy of not 
redeeming tokens for cash being in 
effect—no employee has an incen- 
tive to steal tokens, give them to a 
buddy and have them cashed in. 
Also, your manager or mechanic will 
not steal from the cashbox as readily, 
if it holds tokens. (The value of these, 
remember, is in the register or the 
safe. You have made the sale 
through tokens—you have not left 
your proceeds in a number of 
machines’ cashboxes.) 

Spin-offs and tie-ins can easily fill a 
book—such as the “Notes & 
Quotes” handbook. 

Representatives of the various 
token makers will be happy to talk 
about the advantages and discuss 
such matters as the government’s 
legal view on tokens. (The determin- 
ation of an alleged counterfeit can 
vary from state to state, as hard as 
that is to believe. But in practice, a 
federal magistrate in Jalapino 
County may not have the same inter- 
pretation as the magistrate in 
Washington City. The token makers’ 
representatives are the experts in 
touch with the law daily.) 

In Play Meter’s February 1982 
Directory Issue, at least ten token 
makers and distributors are listed. 

The U.S. government uses tokens 
for machines on some military bases 
instead of cash. Why so? Other than 
the security factors mentioned 
above, there is one other reason. 

The government does not counte- 
nance slot machines paying off in 
U.S. currency on those locations. 
The solution to meeting federal law, 
in the usual level of federal thinking, 
was to pay off—with tokens. 


Material reprinted in part above was 
used with permission of the marketer of 
“Notes & Quotes,” Van Brook of 
Lexington, P.O. Box 5044, Lexington, 
Kentucky 40555. The handbook con- 
tains many further examples of arcade 
promotions, using tokens as well as 
other methods. Those needing the entire 
text should send $4 U.S. ($5 to be sent to 
Canada; $6 to overseas points) to Van 
Brook at the above address. —ed. 
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Tr hold more, do more and 
provide more protection than 
any other changers ever built. 
With their built-in micro-processor, 
they add, subtract, accumulate, 
totalize, audit every transaction, 
pinpoint and diagnose any prob- 
lems, even shut themselves off at 
the first sign 
of any 
malfunction 
and with optional battery pack 
can hold their memory if there’s a 
power interruption. Circuit 
breakers protect the electrical 
system. Their 6-digit 
display readout talks 
English, not just 
numbers. They can be 
owner re-programmed 
to meet almost any 
change need this year, 
next year or 10 years 
from now. 


Tr can change $1 bills, $5 
bills or $1 and $5 bills, plus 
coins (25¢, 10¢ and 5¢) and 
even accumulate coins. They can 
be built with 1, 2, 3 or 4 
direct-action, bulk loading 
hoppers that automatically clear 
any jams caused by bent or 
mutilated coins and hold up to an 
amazing 10,000 $1 coins, 12,800 
quarters, 16,000 nickels, 30,000 
dimes or a comparable number of 
similar-size tokens. The hoppers 
can be quick-dumped for easy 
auditing and they provide quiet, 
trouble free operation. 


up to 12,800 quarters 
or tokens of similar 
size for use in video 
@ games and other 
Qa-4 amusement machines 
“ae) inarcades 


G anaes Computer 

Changers are available in 5 
different types of cabinets (floor 
consoles or wall-mounts), most 


| 
S¥ BILL 
C@IN gf eck 
CHANGER C@IN 
CHANGER 


2) ° — 


with front or rear-loading 

doors and vault-type maximum 
security protection 
demanded by today’s 
large capacities. Some 
cabinets available with 
flush-handle T locks. 
Both the changers 
themselves and their 
money content can be 
insured under a special policy 
written by one of the nation’s 
leading insurance companies. 
The changers also carry 
Standard Change-Makers’ 2-Year 
Warranty. They cost a little more 
than other changers, but with 
their unique “intelligence”, 
unsurpassed capacity, flexibility 
and protection, they’re more than 
worth the difference. For full 
information, call or write today! 


tandard 
Change-Makers 


422 E. New York Street 
Indianapolis, IN 46202 
Tel. (317) 639-3423 


SERVICE, SECURITY AND SIMPLICITY SINCE 1955 


ou 


Note: After this article ran in Play 
Meter, May 1981, we received many 
requests for copies of same, there- 
fore, the editors saw fit to repeat the 
article, bringing it up to date witha 
few comments. 

In rule #8 we state that food, sand- 
wiches, or beverages should not be 
part of any well-run arcade, but with 
the phenomenal success of ShowBiz 
Pizza, Pizza Time Theatre, Bally’s 
Tom Foolery, and other large food 
and drink emporiums, combining 
food, drink, games, and entertain- 
ment seems to be the big thing today. 
Rule #8 was made for the ordinary 
arcade and game room standing on 


its own, not the aforementioned 
large, elaborate restaurants, some 
costing over a million dollars. Most of 
these restaurants and pizza parolors 
owned by large corporations not 
only enforce very stringent rules and 
regulations, but they have the 
employees and manpower to keep 
their places clean and neat. Again, 
Rule #8 refers to the average opera- 
tor’s game room or arcade. 

An added important point: Many 
cities, towns, and even legislatures 
have advocated passing laws and 
ordinances prohibiting anyone 
under 17 or 18 from playing a video 
game. Therefore, we think that we 


Though one ‘rotten’ arcade can spoil the picture—the modern arcade with 
good decor and equipment can compete with any attraction for the public dollar. 


60 


Arcade Rules 
A Reprise 


by Louis Boasberg 


should add a ninth rule and urge all 
arcades and game rooms operating 
anywhere to display a large sign 
stating: “No Student Under The Age 
of 18 Allowed in This Arcade During 
School Hours When School is in 
Session.” Or for individual locations, 
a sign on the game could read, “No 
Student Under the Age of 18 
Permitted to Play this Game When 
His or Her School is in Session,” or 
“No Person Under the Age of 18 
Allowed to Play this Game During 
School Hours,” or “No Student 
Under 18 Years of Age Allowed to 
Play This Game on School Days 
When School is in Session.” 

Take your choice or use your own 
wording, but do not let kids play 
during school hours. 


Reasons for rules 

Today all operators know that 
modern, well-located arcades—with 
beautiful decor, amaximum of brand 
new equipment and frequent 
changes of games, kept clean and 
playable—can compete with the 
movie theaters or any other attrac- 
tion for the public’s amusement 
dollar. Where there is a demand for 
anything, there is always going to be 
a supply. 

However, like the proverbial 
rotten apple, one badly run arcade in 
a town, city, or community can 
cause a great deal of harm and elimi- 
nate the arcades that are well run. 
Badly run, unsupervised arcades 
could inspire many ordinances and 
state laws that would eliminate 
arcades entirely. 

Always remember, you have com- 
petitors in other businesses that not 
only have political influence, but 
power with the media. And these 
competitors would seize any oppor- 
tunity, large or small, to destroy 
arcades—and all coin-operated 
amusement games for that matter. 

By way of helping out the situa- 
tion, here are a few reforms or rules 
and regulations that we have put in at 
all of our arcades. We strongly sug- 
gest that other arcade owners give 
some thought to these rules and 
regulations, no matter whose toes 
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QUARTERS BELONG IN A BANK, NOT A COIN BOX. 


Put your profits back in the bank, with a 
token system from Roger Williams Mint. 
When you stop making change and start 
selling tokens, you'll free up alot of cash. You'll 
also improve your security. Add prestige. Even 
encourage repeat business. And unlike 
quarters, you can set or change the value 
of your tokens. 

Roger Williams Mint makes it 
easy to convert to tokens. We 
offer a large selection of stock 
tokens, or we can design a 


custom token to your exact specifications. 
Delivery can be made in just weeks. And 
our mass production process means you'll 
Save money, too. 
Don’t let your customers play around with 
‘4° your profits. Call Roger Williams Mint today. 
a Our toll free number is 1 800 225-2734. 


Roger Williams Mint’ 


Northwest Industrial Park 
Department Al, 79 Walton Street 
Attleboro, MA 02703 1617 226-3310 


you step on and no matter what man- 
ufacturer you hurt: 

1. Positively no smoking. This is a 
good public relations gesture in the 
eyes of parents and automatically 
eliminates the “pot” crowd. It also 
helps to maintain a cleaner and more 
healthful arcade, to say nothing of 
eliminating cigarette burns all over 
your games. 

2. Large signs, prominently dis- 
played, to read: “Rowdy, Boisterous 
Conduct or Use of Vulgar, Offensive 
Language Will Not Be Tolerated in 
This Arcade.” This rule must be 
enforced at all times. 

3. Minors under 12 years of age 
are not permitted in the arcade after 
7 p.m., unless accompanied by a 
parent or adult. Again, good public 
relations. 

4. Positively no pornographic 
movies or peep shows allowed to 
operate on the premises, and no pool 
tables. Although pool tables are 
innocent enough and a very popular 
form of amusement in their proper 
habitat—in the eyes of parents they 
connote smoky rooms with all kinds 
of characters playing pool. We do 
not think pool tables mix with a well- 
run arcade where youngsters repre- 
sent a large percentage of the 
patrons. We do not allow foosballs in 
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our arcades. We have found out that 
the competition is so intense among 
certain types of players who play 
these games, that there is a pro- 
fusion of profanity and loud argu- 
ments. (Like pool tables, foosballs 
are terrific games and are suitable for 
many locations, but not acceptable 
in arcades.) 

5. Under no circumstances are 
any kind of alcoholic beverages per- 
mitted in the building or on the 
premises. All persons must be 
dressed properly—shirts, shoes, 
etc.—at all times. Signs must be pro- 
minently displayed on the doors of 
the arcade indicating that all persons 
entering the arcade must be properly 
dressed. 

6. No amusement games allowed 
with gambling themes such as poker, 
blackjack, craps, roulette, etc. Not 
that there is anything wrong in these 
games, if run as strictly amusement 
games, but again a compromise is 
made, for good public relations. 
These games suggest gambling, 
which most parents frown on and do 
not want their youngsters to be 
exposed to. We also know from 
experience that games with gambl- 
ing themes, without some kind of 
awards in money or merchandise, 
will not begin to compete with the 


Texas’ Newest Distributor 


Increase Your Summertime 
Profits Now! We Have 


The Games 
People Play... 


We have the following games to offer, as well as 
many others, from smaller U.S. Game Manufacturers: 
Alpine Ski @ Amidar @ Bosconian @ Black Hole @ Caveman @ Centaur @ Centipede Upr @ Challenger Upr @ D-Day @ Devil’s Dare @ Donkey Kong Upr @ Elektra @ Fantasy @ Frogger Upr 
@ Galaga Upr @ Grand Champion @ Haunted House @ Hyperball @ Jack The Giant Killer @ Jump Bug @ Little Casino @ Loco Motion @ Looping @ Make-Trax Upr @ Medusa @ Mr & Mrs 
PacMan @ Ms PacMan Upr @ Ms Pac Man Mini @ Ms PacMan CT @ Moon War Upr @ Mouse Trap Upr @ Pioneer Balloon @ Qix Upr @ Rapid Fire @ Reactor @ Robotron 2084 @ SnapJack @ 
Space Duel @ Stargate Upr @ Tempest Upr @ The Pit @ Thief @ Turbo S.D. @ Turbo Upr @ Valley Tables @ Vanguard @ Vector @ Victory @ Volcano @ Zaxxon @ and many, many more! 


* Call us for information regarding 

these games or any other machines we 

have not listed. 

* Acomplete line of interchangeable 

games is also available. 

* We also have a wide selection of | 

good used equipment. 

* Weare among the most competitive 

in price of United States Distributors. 
Call us for our numerous current 

specials for this month. 


amusement video games that are on 
the market today. And the giving of 
any kind of award or prizes, be it 
money, merchandise, or anything 
else, should be a no-no in any and all 
arcades where youngsters congre- 
gate. (We have even eliminted iron 
claw/diggers, which are legal in 
Louisiana, from our own arcades.) 

7. The arcade must be supervised 
at all times by one or two adult 
managers—one or both being on the 
floor at all times. Insomuch as one or 
several change machines are usually 
provided, these managers must be 
constantly on the lookout for illicit 
conduct by anyone in the arcade, 
especially those abusing or dam- 
aging any of the equipment. Remem- 
ber, your managers have the legal 
right to bar any and all persons from 
an arcade who are abusing the 
equipment, using foul or obscene 
language, or behaving in any dis- 
orderly manner. 

8. Although many arcade owners 
and other people will disagree with 
me, I do not think that any kind of 
food, sandwiches, or beverages 
should be served or made a part of 
any well-run arcade. In fact, we 
frown on drink machines or vendors 
of any kind. Food and drink usually 
keep an arcade dirty and smelly, and 


Nationwide Games 
Galore,Inc./ 
dba Games Galore 
10031 Monroe Drive 

Suite 306 

Dallas, Texas 75229 
Telex 732561 TELESERV-DAL 
IN SPRINT 101888 


(214)247-GAME 
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COCKTAIL 

HT 22% in. (580mm) 

WTH 33% in. (860mm) 
DPH 22 in. (560mm) 

NET WT 129.8 Ibs. (59kgs) 
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CABARET 
HT 55 in. 
(1400mm) 
WTH 20% in. 
(520mm) 
DPH 237 in. 
(600mm) 


NET WT 123.2 los. 3m 
(56kgs) 


in hot pursuit of you this very moment.” 


Mario tries desperately 
to climb the mighty for- iieamm 
care tress of steel, to save 

the lovely lady from 
the evil Mr. Kong. Little 
Mario must dodge all 
manner of obstacles— 
fireballs, plummeting 
| beams and a barrage of 
eames CXOIOKINS barrels fired 
at him by Donkey Kong. 


beautiful girl to live happily ever after. “SIGH. SIGH.” 


anything but the original Donkey Kons. 


UP-RIGHT 
HT 67 in. 
(1700mm) 
WTH 23% in. 
(600mm) 
DPH 33% in. 
(850mm) GPO So 
NET WT 220 lbs. 
(100kgs) T™ * 


Donkey Kong ©1981 Nintendo of America Inc. 


Nintendo’ 


Nintendo of America Inc. 
18340 Southcenter Parkway, Seattle, Washington 98188 
Tel. (206) 575-8191 


EVERYONE'S GOING APE OVER DONKEY KONG! 


“HELP! HELP!” cries the beautiful maiden as she is dragged up a 
labyrinth of structural beams by the ominous Donkey Kong. 
“SNORT. SNORT.” Foreboding music warns of the eventual doom 
that awaits the poor girl, lest she somehow be miraculously res- 
cued. “But, wait! Fear not, fair maiden. Little Mario, the carpenter, is 


Throwing fate to the wind, risking life and limbo, or worse, little 


HIGH SSSRe 
029900 


% 
=r 


= s [2800] 


Amidst the beautiful girl’s constant pleas for help, your challenge is 
to maneuver little Mario up the steel structure, while helping him to 
avoid the rapid-fire succession of hazards that come his way. 

As little Mario gallantly battles his way up the barriers, he is 
taunted and teased by Donkey Kong, who brazenly struts back and 
forth, beating his chest in joyful exuberance at the prospect of 
having the beautiful girl all to himself. It is your job to get little Mario 
to the top. For it is there, and only there, that he can send the mighty 
Donkey Kong to his mortal doom. Leaving little Mario and the 


So, if you want the most exciting, most fun-filled, most talked 
about family video game on the market, don’t monkey around with 


PRINTED IN U.S.A. 


when a soft drink is turned over ona 
flipper or video game, it presents 
problems. So, if food or drink have to 
be on the premises, keep them in a 
separate building and do not let any- 
one into the arcade carrying any kind 
of food or beverage. (Encourage 
birthday parties but let the young- 
sters enjoy their cake, ice cream, and 
soft drinks nearby, but out of the 
arcade.) 


Family amusement 

In closing, may I state that an 
arcade must be run in the most 
proper and sedate manner possible. 
It must be a model of cleanliness and 
should never have anything or any 
type of equipment in the arcade that 
is illegal, immoral, or offensive to 
anyone. All advertising for the 
arcade, be it newspaper, radio, TV, 
or giveaways, should always suggest, 
imply, and insist that the arcade is a 
family amusement center for young- 
sters and adults of all ages. 

I repeat and emphasize, do not 
have anything in your arcade that is 
illegal, immoral, or offensive to any 
person. 


ADDENDUM: 

We believe in discipline, auster- 
ity, and asceticism, but we cannot 
stand the forbidding frown of those 
who see intrinsic evil in the happy 
things of God’s good world. 

No one can be in the coin machine 
business almost fifty years without 
being exposed to many people like 
Ronnie Lamm—some male, some 
female, some sincere, hoping to 
improve the world in their small way; 
others insincere—small people 
trying to be big people by means of 
publicity, using various escape plea- 
sures of mankind for a scapegoat. It 
may be video games today; tomor- 
row it will be violence on television, 
sugar in children’s cereal, rock 
music, girlie magazines, R-rated 
movies, the corner bookie, peanuts, 
popcorn, you name it. 

Unfortunately most of these 
people do not know that their goal is. 
These reformers never know when 
to stop reforming. It is their feeling 
that anyone exposed to something 
they disapprove of, has the potential 
of becoming an addict and it is their 
responsibility and theirs alone to 
eradicate it completely, whether it be 
a video game or Playboy magazine. If 
only these people would direct their 
crusading zeal and energy toward 
the real evils of this world—war, 
hunger, poverty, violence, racial 
hatred, crime, narcotics—then 
wouldn’t they be doing mankind a 
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PEACH STATE 


DISTRIBUTING CO. 


The Dependable Supplier with a complete inventory 
for the Coin Machine Industry 


From Billiard Supplies and Game Parts to Electronic Repair 
Equipment and Solid State Replacement Parts 


Now, more than ever, dependable service, and quality 
merchandise, at competitive prices. 


Coe ecccecce 
SES5R0 78) 


1040 Boulevard, S.E. 


Atlanta, Georgia 30312 NEN 


(404)622-4401 NE A 


Toll Free: 1-800-241-1346 (except in Ga.) 


division of Wares’ 


announces 
Reduced Distribution Costs! 


Now you can transport your arcade video games UNPACKAGED. 
They ride blanket-wrapped and strapped in our air-ride trailers. 

This eliminates the labor and materials costs of packaging. The 
result is a saving of $18-$25 per video game. 

We can ship 57-60 arcade games per trailer load. Your reduction 
in distribution cost is $1200-$1500. Despite our regulated tariff sched- 
ule, your cost is less with our method. Asa result, your total net savings 
per trailer, by shipping unpackaged, will be $400-$800. 

Can you afford not to consider this alternative to your present 
method of transportation? 

See our representative at the AOE show or call us toll-free 
800-257-7046, N.J. toll-free 800-642-3737. 


Vi DEO GAM E TRANSFER Division of Wares’ 


P.O. Box W e Vineland, N.J. 08360 


A special commodities carrier 
UVL ICC NO MC 67234 Wares’ ICC NO MC 59617 
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ATTENTION! | 


No Student 
Under 18 
Allowed to Play 


These Games 
During 
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great service? But, instead they 
would take away our little escape 
pleasures that allow us to face the 
harsh realities and troubles of this 
life. 

If these little reformers had their 
way, they would ban most television 
programs, most movies, most maga- 
zines, most books, most plays, rich 
food, Las Vegas, or any and every- 
thing that would get them the most 
publicity and temporarily make 
these little people big people, if only 
for a short time. 

Although we did not see the pro- 
gram, we understand that Ronnie 
Lamm appeared on Phil Donahue’s 
program denouncing video games as 
instruments of the devil and Phil 
Donahue seemed to agree. It is 
refreshing indeed to leard that Phil 
Donahue has had a program 
devoted to something as innocent as 
a video game, after indulging in such 
subjects on his program as male 
stripteasers, call girls, voyeurism, 
incest, marital aids, homosexuality, 
lesbianism, and similar lurid subjects. 

Granted that our industry is not 99 
percent pure and clean. Granted 
that there could be some rules and 
regulations passed in certain com- 
munities in regard to arcades and 
game rooms, but I can’t for the life of 
me read evil into the likes of Space 
Invaders, Pac-Man, Asteroids, or 
Defender. These coin-operated toys 
offend and corrupt no one. If a boy 
steals to play a video game, he is 
a bad boy and the removal of the 
video game is not going to make him 
any better, as the same boy would 
steal to buy candy, go to the porno 
movies, or buy marijuana. 

If a person such as Ronnie Lamm 
can hurt an entire industry, then! say 
it is our fault. Once again, let us 
unite. Let everyone organize— 
manufacturers and their employees 
and workers, both union and non- 
union, distributors, operators and, 
above all, location owners. 

Form a national organization so 
strong that any hypocritical reformer 
seeking publicity, any ambitious 
politician using coin-operated games 
as a scapegoat, any television 
station, newspaper or radio station 
reading evil into something that isn’t 
evil—all of these people will think 

twice before attacking our industry. 
We, together, have political power. 
Let’s use it! 

Insomuch as some arcades and 
some game rooms seem to be 
causing all the trouble, we provide 
above some rules and regulations 
which, if rigidly enforced, would help 
matters considerably. ® 
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Designed for 

e Mini Compact Pickups 

e ¥% Ton to 1 Ton Trucks 

e Pick-ups and Walk-in Vans 


Sa ‘\. e 1 Ton Stake Beds & 


Van Bodies 
Depth 
aiid Model 64 


Platform 


Fleetside Chevrolet, All GMC 
Fleetside, Ford and Dodge with 64 
to 65 inch opening, International 
wide box 1969 and later. 


WOODBINE MFG. CO. 


WOODBINE, IOWA 51579 


Learn To Repair 
Video Games! 


It’s no secret... 
Video games seem to be everywhere! 
The extraordinary popularity of coin- 
operated video games has created an 
enormous demand. Not only for the 
games themselves, but for qualified 
service personnel as well. 


Randy Fromm’s Arcade Schools are a 
practical, no-nonsense look at how 
video games work, and how to repair 
them when they don’t. No previous 
knowledge of electronics or video 
games is required to get the most out 
of the six day course. Lab sessions al- 
low students to gain valuable “hands- 
on” experience. Late model video 
games are used during lab and lecture 
so Arcade School graduates will be 
familiar with the types of equipment 
they will encounter on the job. The 
tuition of $400.00 includes all texts and 
classroom materials. There are no 
hidden costs. 


Founded in 1980, Randy Fromm’s 
Arcade Schools are the most respected 
and often recommended training pro- 
grams in the coin amusement industry. 
As a technical writer, Randy Fromm’s 
comprehensive articles appear regu- 
larly in the industry trade journals. 
Now he has condensed his ten years 
of experience into a proven Arcade 
School program that has allowed hun- 
dreds of Arcade School graduates 
learn the easiest, fastest, and most 
accurate ways to repair coin operated 
video games. 


PHONE (712) 647-2050 


Attend the Arcade School 
nearest you in: 
Atlanta, GA 
Baltimore, MD 
Chicago, IL 
Dallas, TX 


Minneapolis, MN 
New Orleans, LA 
Phoenix, AZ 
Salt Lake City, UT 
San Francisco, CA 
Toronto, Ontario 
Whichita, KS 


Call or write for 
FREE information package 


Randy Fromm’s Arcade School 
6123 El Cajon Blvd. 
San Diego, CA 92115 
(714) 286-0172 


67 


Cc 


Comm 


§]| THE IDEA BANK 


by Bill Kurtz 


Arcade benefit promotion 


It’s part game room, part restau- 
rant, part movie theater, and part 
recreation center. 

It’s called Play Palace and it 
features 55 video games, Skee Ball 
lanes and kiddie rides, a restaurant, 
two movie screens, and four banquet 
rooms. And the owners are taking 
full advantage of all of these facilities 
with promotions like “Singles Night” 
and a child guidance center benefit. 

Located in the Cleveland suburb 
of South Euclid, Play Palace is part of 
a chain of more than a dozen game 
rooms in several states, although this 
location is the only one with more 
than just amusement games. In less 
than a year, several promotions of 
various types have already been 
staged there. 

“We want to show people that 
we’re not just a game room but an 
entertainment center for the whole 
family,’ says David Masarik, Play 
Palace’s general manager. “We’re 


spending money just to get people in 
here.” 

One successful promotion held in 
January gave players the chance to 
meet—and compete against—mem- 
bers of the Cleveland Force soccer 
team on the Play Palace games. Four 
of the Force members stood by at 
three video games and one Skee Ball 
machine, challenging players to top 
their high scores. The first player to 
beat the Force members’ top score 
on the machine won an autographed 
soccer ball. 

In late December, Play Palace 
sponsored a promotion to raise 
money for the Child Guidance 
Center of Cleveland. For $15, 
players had unlimited use of the 
games for three hours. 

There were three sessions 
scheduled—11 a.m. to2 p.m., 2:30 to 
5:30 p.m. and 6 p.m. to 9 p.m.—to 
distribute players “because it would 
have been too crowded if everyone 


A “single” signs his name and address on a mailing list and receives two free game 
tokens when he arrives at Singles Night at Play Palace in South Euclid, Ohio. 
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came to play at once,” according to 
Judy Tavens, Play Palace’s public 
relations director. 

“We sold a lot of tickets, and some 
people just bought tickets as a 
donation to the child guidance 
center and not to play the games,” 
she says. “We took in about $6,000 
and donated about $2,500 to the 
guidance center.” This event also 
attracted media attention, including 
coverage on the local news pro- 
grams. 

Along with overhead costs, the 
reason that only a little less than half 
of the money raised was donated to 
the guidance center was because 
this promotion also gave players the 
chance to take home their own 
Space Invaders game. With their $15 
donation, or by buying a $5 ticket, 
each participant was entered in a 
raffle with the arcade game as the 
prize. 

January 31 marked the first exper- 
iment on another type of promotion 
at Play Palace—Singles Night. 
Several of the banquet rooms on the 
lower level were open to singles, ages 
23 to 39, where they received two 
free game tokens and free popcorn. 
Guitarists provided background 
music, and the movie “Play It Again, 
Sam” was shown. 

Tavens called the experiment, 
which drew about 25 people, a 
success. She says that although the 
event cost Play Palace some money, 
the long-term benefits were worth 
the cost because such events gen- 
erated good public relations. “We 
would even like to see a nucleus of 
interested people form some sort of 
singles club here,” she adds. 

Masarik says that Play Palace 
might hold Singles Nights every 
week if future experiments prove 
successful, and the game room may 
even charge admission if these 
events become popular enough. 

He says other events are also 
being considered for Play Palace, 
such as holding a video game tourna- 
ment each week with prizes for 
winners in different age brackets. 
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Tavens says promotions like college 
mixers and aift certificates redeem- 
able on tokens or food are also being 
considered. 

Other events already held at Play 
Palace include a Valentine’s Day 
party on February 14 (complete with 
movie) and appearances by 
members of the Cleveland Indians, 
the Browns, and the Olympic Bob- 
sled team, all signing autographs for 
players. 

And according to Masarik, plans 
are being discussed to sell tickets to 
a Cleveland Force soccer game and 
charter buses which would leave 
from Play Palace, to get people into 
the game room. 

Masarik says many of these pro- 
motional events are thought up by 
Play Palace’s stockholders and 
board of directors at their weekly 
meetings. “We talk about what ideas 
we can try to get people in,” he says, 
adding that Play Palace has been 
staging about two or three promo- 
tions each month. 

And some of these events are 
suggested by outside organizations, 
since Play Palace also sends letters 
to numerous organizations and fund- 
raising operations to spread the 
word about their facilities. “There’s 
no charge to social agencies which 


WEDNESDAY, DECEMBER 30 
PLAY PALACE AT CEDAR CENTER 
py 


$15.00 Admission Includes 3 
Hours of Unlimited Play, 

plus 1 raffle chance on winning 
your own commercial ‘Space 
Invaders’’ game. 


3 Sessions: 


PLUS « RESTAURANT WITH 
GIANT TV SCREEN! 
* Rides and Games for young 
Children 
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A FIRST-CLASS GAME CENTER FOR CHILDREN FROM 1 TO 921 


TICKETS CAN BE PURCHASED BY CALLING: 
MaryLou VerMerris at The Child Guidance Center — 696-5807 


ALL PROCEEDS BENEFIT THE CHILD GUIDANCE CENTER 
2525 East 22nd Street e Cleveland, Ohio 


A PERFECT HOLIDAY GIFT FOR CHILDREN OF ALL AGES! 


Newspaper ad in 7” x 9” size promoted 
video marathon at Play Palace. 


schedule an event here, and we do all 
of the work and planning,” Tavens 
Says. 

Play Palace’s party rooms in the 
basement can hold up to 250 people. 
This is where events like Singles 
Night are staged, and private parties 
are often held there as well. 

Play Palace also features recent 
movies in the restaurant area every 


Thursday, Friday, Saturday, and 
Sunday as extra entertainment for 
the kids, Masarik says. These films, 
most of which have recently made 
the rounds of theaters, include 
movies like “Popeye” and “Super- 
man.” “We want to show that people 
don’t have to come here just to play 
the machines and eat,” he adds. 

Tavens says that while most of the 
people coming into Play Palace are 
young people, the business is a 
“family entertainment center” cater- 
ing to people of all ages. 

“We have 80-year-olds coming in 
to play Skee Ball,” she says. “It’s 
good for their arthritis.” And with 
several kiddie rides for the young- 
sters, Play Palace’s customers span 
a wide age range. 

Masarik emphasizes that Play 
Palace features a family atmosphere. 
“We do not want to become a hang- 
out for kids, so we announce curfews 
every night,” he says. 

All of the promotional events, 
Tavens says, are designed to attract 
public attention to the variety of 
facilities that Play Palace has to offer 
for people of all ages. 

“We want people to know we're 
here,” she says. “The people in the 
community have to see that the 
video games have social value.” 
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TOKENS e TOKENS e TOKENS 


(STOCK AND CUSTOM) 


FOR ALL MAKES OF GAMES, 


CASINO SLOT & GAMING COINS 


TURNSTILES & VENDING MACHINES 


PRIZE REDEMPTION & TRADE CHECKS 


Phone or urite for catalog & samples 


VAN BROOK OF LEXINGTON, INC. 
P.O. BOX 5044, LEXINGTON, KY. 40555 


606/231-7100 


“® PLAMOR® 


-® LANES @ 


Copyright © All Rights Reserved 
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BUYERS BEWARE!! 
Naughty Boy™ 


Cinematronics, Incorporated, is the exclusive licensee in North 
America and South America of the video amusement game 
NAUGHTY BOY™. No one, other than Cinematronics, 
Incorporated, is authorized to manufacture, import, or 
distribute NAUGHTY BOY™ video amusement games or printed 
circuit boards in North and South America. Our logo and the 
words, ‘“‘Manufactured under license from JALECO,” on the 
marquee, along with the copyright displayed on the video 
screen in the attract mode “©1982 Japan Leisure Company, Ltd., 
and Cinematronics, Incorporated,” should identify a legitimate 
NAUGHTY BOY™ video amusement game. Cinematronics will 
use every available legal means to enforce its proprietary rights 
to NAUGHTY BOY™ against any and all infringers who violate 


its exclusive license and copyright rights. 


BUYERS BEWARE!! 


> CLANEMATRWSNSSS 


JNCORPORAYSS 


Dear Operator and Distributor: 


When you purchase a coin operated video game, you are making 
an investment. It is an investment in your business as well as the 
future of our industry. 


Where do you want your dollars going? Would you like them 
reinvested in research and development on the factory level? 
Or do you want them going into someone’s pocket? 


When you purchase a copy of a machine, or a questionable 
machine, without a manufacturer’s name on it, your money is 
going into someone's pocket and staying there. 


When you purchase a machine from a manufacturer that has 
designed or licensed the product, part of your investment goes 
into designing and looking for bigger and better games. You 
make the choice. Where you spend your dollars dictates the 
future of our industry. 


To protect our investment, Cinematronics will prosecute any, 
and all, copies and importers of JACK THE GIANT KILLER™. 
Cinematronics is the exclusive licensee for this game in the 
United States and Canada. 


BUYERS BEWARE!! 


ya 


- LINEMATIUNSSS 


INGORPORAYES 


TAX CLINIC 


Hire your spouse, — 
get a double tax benefit 


The Economic Recovery Tax Act of 
1981 (ERTA) came up with several 
new and innovative tax saving ideas. 
One of the best ideas was an expan- 
sion of the Individual Retirement 
Account (IRA) rules. 

ERTA provides that every work- 
ing individual, every year (starting in 
1982) can contribute cash to his/her 
IRA up to the smaller of (a) $2,000 or 
(b) 100 percent of the earned income. 
For example, if an individual earns 
only $2,000 (or less), the entire 
amount can be contributed to an 
IRA. 

If one spouse is non-working (not 
at a paying job, that is), then wouldn’t 
it be nice to have that spouse earn 
$2,000 and put it into an IRA? You 
bet. In effect, it’s tax-free income. 

Almost every owner of a small 
business has suddenly discovered 
that his wife’s services to the busi- 
ness are worth at least $2,000. The 
purpose of this article is two-fold. 
First, to tell you that every working 
individual who can afford the $2,000 
should contribute that amount to an 


O/IN 


IRA. For a working couple that 
means you can sock away $4,000 a 
year. Yes, it’s a great idea to hire 
your wife; pay her; and have her put 
$2,000 into an IRA. You get a double 
benefit: a $2,000 deduction in the 
business and your wife gets $2,000 of 
tax-free income. Even better, the 
earnings of the IRA accumulate tax 
free. 

Be careful: IRS officials warn they 
will be watching the IRA area for 
fraud. Make sure you can document 
that your wife actually worked. The 
compensation should be reasonable. 
This means about the same amount 
you would have paid someone else to 
do the same job. 

Would you like more information 
on the IRA rules and other areas of 
the new tax law? Send for the 
“Special Report: The Reagan Tax 
Cut...How to Turn Your Closely- 
Held Business Into a Private Tax 
Shelter”—$16 to: Blackman, Kallick 
& Co., Ltd., TAX CUT, 180 N. 
LaSalle Street, Chicago, Illinois 
60601. 


ECHAN/SMS Nc. 


817 Industrial Drive, 
Elmhurst, Ill. 60126 - 1184 


Manufacturing Coin Mechs, Domestic And Foreign, for 
the Coin Operated Amusement Machine Industry 


e Complete Door Systems 


@ Face Plates 
e Midget Channels 


Customer Service 
(312) 279-9150 
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@ Coin Boxes ‘ 
@ Anti-Flip Kits 


Ray Nicholson 


Anti-String Kits 
@ String Cutters 


Ron Rollins 
Frank Schubert 


by Irving L. Blackman 


Nepotism Pays 


The perfect tax plan is to avoi 
paying tax on income—legally. A 
old revenue ruling (Revenue Rulin 
72-23) shows the way for the owne 
of a closely-held business. The rulin 
provides that salary paid toa minor i 
taxable income. More importan:, 
such salary payments are deductible 
by the employer. Now, if the minor 
works for Dad’s business, this is per- 
fect tax planning: the salary paid to 
your child is deductible from high tax 
rate income, while the child pays 
little or no taxes on his/her salary. 

The first $3,300 earned each year 
by a child is tax free. And even if the 
child earns more, the excess is taxed 
at very low rates (starting at twelve 
percent in 1982). In addition, as long 
as you continue to give the child 
more than one-half support, you can 
take the child as an exemption on 
your tax return and still receive a 
$1,000 exemption benefit. 

I’ve been encouraging my clients 
for years to pay their children a 
“reasonable salary.” Now there is a 
court case to back up the tax 
strategy. 

You'll love this. The taxpayer 
hired their three children—7, 11, and 
12 years old—to work in their mobile 
home parks. The kids earned a total 
of $17,697 over three years for such 
jobs as maintaining the swimming 
pool, landscaping, cleaning the 
laundry room, and minor repairs. 
The IRS disallowed ninety percent of 
the payments to the kids as a deduc- 
tion. “Unreasonable,” said the IRS. 

“Substantial services were ren- 
dered,” said the judge allowing 
$15,547. He allowed a greater deduc- 
tion for the older children. (See Eller, 
77 TC, No. 66-1981.) 

Okay, put your kids to work. But 
one warning: the key to making your 
deduction stick is to be able to docu- 
ment that the payments were for 
“services actually rendered” and the 
amounts were “reasonable.” e 


PLAY METER, May 15, 1982 


P.R. PROBLEM / P.R. SOLUTION 


Gaining publicity through 
robots arcade game concept 


It was a pre-publicity photo ses- 
sion. Atlanta’s WPLO disc jockeys 
Len Anthony and Jim Howell were 
supposed to be facing each other in 
the shot, baring teeth in fierce snarls, 
brandishing laser-pistol props with 
menacing gestures. The photos, 
when printed, would be sent to 
Atlanta area newspapers to 
announce the upcoming “battle” 
between the two radio stars. A ten- 
day jousting on the airwaves would 
also plug the big event. Understand 
that disc jockeys live and breathe 
promotion; public appearances are 
essential to their livelihood. These 
photographs were vital. 

But the photographer was having 
a difficult time of it. He couldn’t get 
their attention to “stage” the photo. 
Anthony and Howell, both in their 
mid-30s, were having too much fun 


battling it out on Robot Wars. 

“It’s like playing Star Wars,” says 
Mark Kramen, manager of the 
ShowBiz Pizza Palace in Marietta, 
Georgia. The biggest problem Robot 
Wars seems to present to operators 
is too many people wanting to play it. 
The long lines, says Kramen, fill up 
the arcade section of his entertain- 
ment/restaurant and make if difficult 
for the few who still want to test their 
skills on something as old-fashioned 
as video. 

Kramen might be exaggerating 
slightly, but even if he is, can you 
blame him? The net results of ten 
days’ free radio time with two disc 
jockeys talking up your location, plus 
a spot on the local “PM” television 
magazine show—also free—are not 
the kind of positive PR one would 
sneeze at. 


by Mike Bucki 


And that’s the beauty of Ron 
Green’s brainchildren, Robot Wars 
I, Il and III: it’s not just another game 
or amusement device, it’s a pro- 
motional tool. And if you don’t know 
how to use it as such, Ron or one of 
his associates will show you. 

Marrying today’s technology with 
some tried and true amusement con- 
cepts, Robot Wars provides players 
and spectators with three-dimen- 
sional fun battles. With a pair of 
joysticks and a thumb-convenient 
Fire button, each player maneuvers 
his real robot around the square 
arena, bumping his opponent(s) out 
of the way while jostling for a better 
shot at the randomly lighted targets. 
The robots can also fire at each 
other. A “hit” sends the enemy robot 
into a helpless spinning dance for 
three seconds, a dance which 


Disc jocks Jim Howell (left) and Len Anthony stage a ‘shootout’ publicity photo for Atlanta gameroom. 
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delights young eyes. Individual 
scores are tabulated on the control 
panel. Twenty-five cents to one 
dollar per player provides 90 
seconds to 3 minutes of playing time 
(both time and coinage are operator- 
selected). 

Randy Wells, the technical man- 
ager of the Marietta, Georgia 
ShowBiz Pizza Palace, says he is 
ecstatic about both the technical 
aspects and the earning power of 
Robot Wars. The joysticks are pro- 
bably the sturdiest he’s seen, the 
control panel’s cabinet is 3/4-inch 


plywood with a tough laminate, and 
the robots can take anything the 
players can dish out. (In Robot Wars 
II and III the 20-inch robots are 
enclosed in a glass case that sur- 
rounds the arena.) And in the three 
months RW II has gathered crowds 
at the Marietta Show Biz, Wells says 
the “take” has been “100 percent 
above the average for all our videos.” 

RW II, the least expensive version 
with two 20-inch robots and four 
corner targets encased in an ele- 
vated 54% ft. by 54% ft. arena, at a retail 
price of $7,800, is more than double 


HERE TODAY... 
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Unlike ASTEROIDS® PAC MAN® DON- 
KEY KONG® and other electronic 
video games that are here today 


but may be gone tomorrow, the. 
time-tested PREMIER® CHAMPION- | 


SHIP SOCCER TABLES have proven 
to be consistent money-makers 
year after year with virtually no 
down time! 


MERE 
TOMORROW! 


Sturdily constructed with 1-14" 
thick Plywood Side Walls, solid 
Hardwood Legs, burn-resistant 
Mica Laminated Butcher Block 
Cabinet, and solid Steel Rods with 
Double Chrome Plating. This unit is 
available with a 25° / 35° / 50° Coin 
Chute and weighs in at 300 Ibs. 


SPECIAL OFFER: Mention this ad and deduct an additional $100 off 
of our already low discount price. Ask for Mr. DiMotta. 


a 


"WORLD'S LARGEST SUPPLIER OF POOL TABLE ACCESSORIES" 


IMPERIAL 
BILLIARD 
INDUSTRIES 


6 EMPIRE BOULEVARD 
MOONACHIE, NEW JERSEY 07074 
TOLL FREE 800-526-6261 


8620 TAMARACK AVENUE 
SUN VALLEY, CALIFORNIA 91352 
TOLL FREE 800-423-2753 


the initial cost of most videos. Wells 
and Kramen say it’s worth every 
penny in the right location. “In an 
arcade (3,000 square ft. or more), on 
a boardwalk, or in a shopping mall,” 
says Wells, “it will more than make 
up for the cost.” 

And that’s not considering the 
promotional value, which is what 
Ron Green is all about. RW I, with 
four-foot robots and four corner 
targets in a 10 ft. by 20 ft. playing 
area, Carries a $9,900 price tag. But, 
with a $500 conversion kit, either one 
of the four-foot robots will respond 
to a portable remote-control unit and 
speak—to passers-by, say in a 
shopping mall—through a wireless 
make and a metallic speaker. Just 
imagine for a moment your arcade 
robot, with your logo prominently 
attached, marching in a celebrity 
walkathon for a local charity. 


He came from the outfield 

To fully understand why 
Kramen, Wells, and those others 
around the country who’ve already 
installed Robot Wars are waxing so 
enthusiastically about it, you have to 
look at “The Force” behind it, Ron 
Green. 

His company, Promotional Con- 
cepts, Inc., began as a one-man 
Operation seven years ago. After two 
or three years of living out of a suit- 
case, establishing contacts in the 
live-and-die-on-promotion world of 
professional sports, Ron finally made 
his first national mark with “instant 
photo night”—the concept of pro- 
viding in one night, thousands of fans 
with photographs of themselves and 
their favorite ballplayers. 

A copyright can’t fully protect an 
idea like “photo night.” Several ball 
clubs took note of Green’s success 
and attempted photo nights through 
their own PR departments. “After all, 
what’re we paying these guys for?” 
went the reasoning of upper man- 
agement. The second time around, 
the clubs usually called on Promo- 
tional Concepts, Inc. 

Why? Attention to detail is one of 
Ron Green’s trademarks. It has to 
be. Getting photographs taken, 
mounted, and distributed to each of 
4500 kids in a 45-minute time frame is 
a task that demands it. 

Take the time baseball commis- 
sioner Bowie Kuhn suspended Ted 
Turner, owner of the Atlanta Braves. 
Atlanta frequently bounces back and 
forth in a love/hate relationship with 
Mr. Turner. At the time of the sus- 
pension, Turner found himself the 
center of an outpouring of support 
with much vehemence directed at 
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the baseball commissioner. 

How can we turn that into a posi- 
tive PR ploy without offending the 
sometimes sensitive Mr. Kuhn? To 
answer the PR problem, Ron Green 
created the world’s largest greeting 


Coca-Cola’s mascot robot 


PSI creation ‘talks’ 


card, an 8 ft by 8 ft. plywood message 
of support for turned Turner—“We 
love you, Ted”—which thousands of 
fans could sign before it was sent to 
Mr. Kuhn in New York. But could it 
be delivered? Would it even fit in the 
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elevator of Kuhn’s office building? A 
phone call by Green to the Otis 
elevator company determined that, 


yes indeed it would fit. And that — 


attention to detail allowed more than 
30,000 Atlanta Braves and Ted 
Turner fans to express a message 
Bowie Kuhn will never forget. 

A willingness to take risks, that too 
is Ron Green: a trait he shares with 
most operators. Coke, the world’s 
largest soft drink conglomerate, 
wanted a mascot. Green had 
handled successfully a few small 
promotions for the local bottler. But 
here was a chance to capture The 
Company as an account. 

“We feel like there were already 
enough fuzzy costumes and chicken 
suits roaming around that we didn’t 
need one more. So we developed the 
concept of a Coca-Cola can-looking 
robot,” recalls Green. 

The first one was built “on spec’ 
and sent over to the corporate 
giant’s headquarters. Green spent 
two anxious days waiting before the 
news came back: “Build us two 
more.” 

With no advertising of the robots, 
bottlers around the country got 
word somehow and began flying to 
Atlanta to see the mascot. The first 
dozen visiting bottlers found crowds 
milling around the airport exit gate. 
Suddenly a four-foot robot, dancing 
to “Coke and a Smile,” scooted 
toward visiting bottler dignitaries 
(often the president) and, stopping at 
the man’s feet, metallically blurted, 
“When do we start, boss?” 

Green recalls proudly that the first 
dozen Coke robots were sold at the 
airport. Hundreds have now been 
distributed worldwide. 

With that track record, Green has 
now set his sights on the coin-op 
industry. He says he has no 
delusions of becoming an Atari or a 
Sega/Gremlin. “Robot Wars isn’t for 
everybody, he freely admits. He 
claims only to want a small piece of 
the pie while striving to enlarge the 
pie. Promotional robots were the 
first step. Robot Wars is the second. 
A robot bill changer, now on the 
drawing boards, will probably be the 
third. 

Ron Green and Promotional Con- 
cepts Inc. are a new “force” in the 
coin amusement industry, one to be 
welcomed instead of reckoned with. 
Because, as the Jedi knight said to 
Luke Skywalker, “The Force is with 
you.” © 


? 


Columnist Bucki is a_ freelance 
writer and public relations specialist 
based in Atlanta. 
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Fart | 


Our legal system grapples 


with a social phenomenon 


by Elliott N. Kramsky 


Video Game Litigation 


Introduction 

Readers of this magazine and the 
pinball and amusement game indus- 
try in general are at the vortex of one 
of the most dramatic and, perhaps, 
significant phenomena of our times. 
While psychologists, politicians, 
sociologists, and others attempt to 
analyze and judge the role of the 
video game in our society, it is an 
incontestable fact that, whatever its 
deep-seated significance, the com- 
puterized arcade game is presently 
revolutionizing the entertainment 
industry. 

Like other revolutions, this one is 
not devoid of legal conflicts. The 
enormous revenues at stake have 
placed a premium upon the value of 
exclusive rights in the more popular 
games. On the other hand, as com- 
panies and individuals seek to enter 
this lucrative market, the rules of 
competition must allow full use of 
ideas and intellectual property in the 
public domain to all. 

The legal system has traditionally 
furnished a battleground for such 
struggles. Within the past year the 
courts have been the scene of a 
multitude of lawsuits brought by 
video game manufacturers against 
alleged infringers (a.k.a. “pirates”). 
In fact, video game litigation 
threatens to become a promising 
growth industry. 

The exclusive rights asserted by 
manufacturers of video games are 
only valid insofar as they derive from 
individual or corporate creativity. 
Such monopoly positions are not 
illegal (although their misuses may 
be) as are “ordinary” monopolies 
but, in fact, are consistent with the 
basic policies of the United States. 


“The Congress shall have 
power...to promote the pro- 
gress of science and useful 
arts, by securing for limited 
times to authors and inventors 
the exclusive right to their 
respective writings and dis- 
coveries.” 

U.S. Constitution, 

Article I, Section 8 


Various statutory schemes have 
been enacted to protect the interests 
of creators and proprietors of intel- 
lectual property. 

The patent laws, codified in Title 
35 of the United States Code, define 
and award to inventors the exclusive 
rights to make, use and sell their 
inventions within the United States 
(35 -US:C.. 271). 

The Copyright Act, codified in 
Title 17, grants to authors the exclu- 


sive rights to their works insofar as 
reproduction, preparation of deriva- 
tive works, distribution of copies (or 
phono recordings) and public perfor- 
mance and display (17 U.S.C. 206). 

The Lanham Act, codified in Title 
15 of the United States Code, gives 
proprietors of Federal Trademark 
registrations the right to market 
goods and/or services free from 
competitors’ usage of confusingly 
similar marks (15 U.S.C. 1114). 

For purposes of the Lanham Act, 
a trademark is broadly defined to 
include: 


“...any word, name, symbol, or 
device or any combination 
thereof adopted and used by a 
manufacturer or merchant to 
identify his goods and distin- 
guish them from those manu- 
factured or sold by others.” 
164 Oe. 127 


The Lanham Act also addresses 
deceptive trade practices involving 
interstate commerce by providing 
relief from acts which falsely desig- 
nate the origin of goods or services 
(15 U.S.C. 1125). State statutes and 
the common law in the areas of 
unfair competition, anti-dilution and 
palming off often provide relief which 
parallels the Federal trademark laws. 


Privileged monopoly rights 

As will be seen below, certain of 
these areas provide the owner of the 
exclusive rights with a viable remedy 
to combat video game copyists. 
Others will be seen to be impractica- 
ble in this context. In all instances, it 
must be borne in mind that exclusive 
rights (i.e., rights to exclude all 
others from what is not otherwise 
illegal) are monopoly rights, although 
of a specially privileged sort. As 
such, while tolerated, they are 
inherently disfavored in American 
jurisprudence. 

Thus, each monopoly established 
under the patent, trademark, and 
copyright laws is based upon a 
strong public policy which, to a 
limited extent, is deemed to out- 
weigh the national policy of competi- 
tion in the marketplace. In the case of 
patents and copyrights the policy is, 
as seen above, the promotion of 
invention and literary creation. In the 
trademark area, the protection of 
the consumer from confusion in the 
marketplace justifies the legislation 
of monopolies on the use of identi- 
fying marks. The assertion of rights 
deriving from these acts must be 
consistent with these purposes to be 
legitimate and enforceable. 
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Amusement Games! 
You need a roadmap to avoid the pitfalls 
along the road to SUCCESS! 


t 


7 


Get Professional Help! 


We’re not really in the travel business, but our 
experienced sales and technical teams can certainly help 


smooth your way along the road to success in the 
amusement game business. 


We inventory new equipment from ALL of the major 
manufacturers and also offer quality used 
equipment. Additionally, we maintain factory- 
authorized service and technical staffs who are available 
at our offices daily or by telephone if you’re “‘stumped”’ 
on location. We also maintain the largest parts 


departments in the Southwest, so our customers won't 
have to wait. 


Best of all, we’re not high-pressure folks. Most of our 
customers call us often just for professional advice or 
simply to chat a few minutes. We’d like to have you as a 


customer. Give us a call and let our professional 
organization go to work for you. 
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Southwest 


Vending Sales Company 


“The Professionals Who Build Your Business on Quarters. 


DALLAS 
2455 Irving Boulevard, Dallas, Texas 77207, (214)638-7002 


SAN ANTONIO 
4520 Tejasco, San Antonio, Texas 78233, (512)824-9223 


OKLAHOMA CITY 
720 N.W. 4th, Oklahoma City, Ok. 73125, (405)232-0253 
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HOT LINE FOR 
HOT CUES! 7 \} 


_& LA Ada “TI 
/y je ~- ~ 
AY 


CALL “MELODY” FOR 
TAVERN-TESTED 

1- AND 2-PIECE, 
TOP-QUALITY, 
AMERICAN-MADE CUES 
DIAL 800-248-CUES 

FOR 48-HOUR SHIPMENT! 


MAIN OFFICE: BAY CITY, MICHIGAN 
CUE PLANT; SHAKOPEE, MINNESOTA 
CALL 800-248-2837 TOLL FREE or 517-892-4536 


Thus, a specific video game is and 
should be protectible only insofar as 
the reward of exclusive rights therein 
will advance one or more of the fore- 
going policies. (Note: While the 
owner of exclusive rights may not be 
its creator, such rights may be pro- 
perly assigned or licensed to others; 
legally, the exclusive rights will then 
become a property right of such 
entity. ) 


The video game: the animal defined 
To understand the protectible 
elements of the video game, the 


“A specific game should 
be protected only insofar 
as the reward of its 
exclusive rights advances 
policies that favor inven- 
tion and creativity.” 


game itself must first be defined in 
terms of physical structure and 
operation. 

The arcade-type video game 
generally includes an upright console 
in which a cathode ray tube (CRT) is 


“The useful life of a game 
presents a major draw- 
back regarding the 
protection afforded by 
patent law for the video 
game market...” 


mounted. The screen of the CRT 
provides the field upon which the 
game is played and is, thus, akin toa 
gameboard. Various images appear 
on the screen, acting out a theme in 
which the player participates by 
directing the actions of one or more 
game characters (i.e. the move- 
ments of the Pac-Man) or objects. 
Rules and scoring values for the 
game are displayed in a repeating 
sequence of images and sounds 
which is known as the “attract 
mode.” The player cannot influence 
the sequence of images which 
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appears during the attract mode. 
Only after the player has depositeda 
coin, usually a quarter, is the game 
put into the “play mode” in which he 
can score points by vicariously 
eating dots, avoiding space rocks, 
and embarking upon a myriad of 
other adventures. 

The images which appear on the 
screen result from signals generated 
by means of electronic circuitry 
mounted upon conventional P.C. 
boards. The distinguishing elements 
of such circuitry is one or more Read 
Only Memory (ROM). The ROM, a 
silicon chip which includes a matrix 
of many thousands of transistor 
switches, can be programmed. That 
is, software instructions comprising 
a computer program which enable 
the game to appear and to be played 
upon the screen of the CRT, can be 
applied to a microprocessor in elec- 
trical communication with the ROM, 
through the imprinting of a selected 
open and closed pattern on its 
matrix of transistor switches. 

Conventional processes can be 
employed to program the ROM. The 
ROM chip may be of the EPROM 
(erasable programmable read only 
memory) type in which case a pro- 
gram stored in memory can be 
erased and the memory reprogram- 
med, thus changing the game played 
by means of the P.C. board’s 
electronics. 


Relative significance of patent 
The patent law may be resorted 
to secure protection for inventions 
which fall into the law’s categories of 
machine, process, article of manu- 
facture or composition of matter (35 
U.S.C. 101). Additionally, design 
patent protection is available for 
unobvious ornamental designs for 
articles of manufacture (35 U.S.C. 
171). Thus, developments relating to 
the audio and video circuitry of the 
P.C. board, mechanical features of 
the console such as the player’s 
control stick, the CRT and any num- 
ber of other features of the game 
may be patented if legal “inventions.” 
A major drawback, however, 
exists regarding the protection 
afforded by the patent statute insofar 
as the realities of the video game 
market are concerned. The useful 
life of a game is rarely greater than 
one year and, during the pendency of 
a patent application, the applicant/ 
inventor does not possess exclusive 
rights to his invention. Such rights 
come into existence only after 
allowance of the application and the 
issuance of the corresponding 
United States patent. 


a plug 
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3607 CHURCH ST. CINCINNATI, OHIO 45244 TEL:(513) 561-9692 


Van LOCK 


a nnn 


Give Van Lock a call. We have complete 
security systems that are built for 
maximum protection. A sufficient stock of 
locks, keys, hardware and spare parts is 
maintained for immediate shipment. 

Phone orders are accepted 24 hours a day. 
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GREEN DUCK cane 


Direct from the factory to you! 


255 S. Elm Street 
Hernando, Mississippi 38632 Py, 
(601) 368- 9033 (800) 647-6168 ~— 


Dynamo Announces 


Built with STEEL and ALL PLYWOOD CONSTRUCTION. 
Engineered for the Smart Operator. 


For further info: phone (800) 527-6054, (214) 641-4286, Telex: 732-432 
1805 South Great Southwest Parkway, Grand Prairie, Texas 75051 
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The process, from filing of an 
application to issuance of a patent is 
rarely completed within one year. 
Two years or more is to be expected 
and, of course, the inventor can have 
no assurance that a patent will ever 
be issued. Prior art discovered by the 
patent examiner may show the 
“invention” to be, in fact, old or an 
obvious (non-inventive) advance 
over the art. 

This is not to say that patent pro- 
tection may not be valuable in some 
situations. Where the advance will 
be useful and likely to be incor- 
porated into an entire generation of 
future games, patent protection 
should be sought to cover the games 
that will appear on the market with 
the advent of future software and/or 
to establish a licensing posture. 
Significant advances in audio and 
video circuitry that provide greatly 
enhanced sounds and images cer- 
tainly should be patented, if possible, 
as the public may demand the 
enhanced effects in future games. 
The actual software which runs the 
game is not per se _ patentable. 
Parker v. Flook, 437 U.S. 584, 198 
U.S.P.Q. 193 (1978). However, even 
if it were, patent protection would 
not be advisable insofar as limited to 
the animation of a specific game for 
the reasons stated above. 

Trademark protection by means 
of a Federal registration is also con- 
fronted with the problems associ- 
ated with a relatively long pendency 
of the trademark application in rela- 
tion to the useful life of a single game. 
While the games generally possess 
arbitrary and fanciful names, 
characters and other symbols which 
are appropriate for registration, the 
registration, once obtained, is likely 
to be of little value. (Note: Applica- 
tion for a Federal registration may 
not be made before use of the mark 
in connection with the marketing of 
the game in interstate commerce. 
Thus, the mark cannot be 
“reserved” prior to introduction of 
the game into the U.S. market.) 

However, as in the case of patents, 
situations may arise which would 
render a Federal trademark registra- 
tion of significant value. Such is the 
case in the event a series or family of 
games is to be introduced into the 
market over a number of years. This 
would, of course, require significant 
market research to determine the 
advisability of such strategy from a 
commercial standpoint and should 
not be undertaken solely for trade- 
mark considerations. 

A caveat to the foregoing, rather 
negative discussion regarding 
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Now players can grasp the challenge of the slope, the thrill 
of intense competition, year-round, with 


DOWNHILL SKIING The chair lift carries the skier to the top of the slope 
for the downhill, the first competition, and the timer (adjustable) is set. The 
accelerate button starts the skier on the slick course. With the skier control 
and the accelerate button, the player must maneuver the skier around 
snow mobilers, beginner skiers, trees and dense woods, guiding him 
directly over the point values in order to collect them. Skimming the icy 
ponds can collect the largest values, but it also throws the skier into 
treacherous skids that put his reflexes, coordination and skill to the test. 
Each time the skier is knocked down, he loses 10 seconds of precious 
time in this race to the finish. Playing time is increased at 10,000 points 
(adjustable) and for each additional 5,000 points (adjustable) thereafter. 
Completing the downhill with time still remaining allows the player to 
challenge the slalom. 


1 or 2 player upright 
Height: 170 c/m (67”) 
Width: 61 c/m (24”) 

Depth: 76 c/m (380”) | 
Crated Weight: 126 kg. } 


(280 Ibs.) 


i 


SLALOM RACE In addition to the challenges of the downhill course, the 
player must now ski between the flags in the slalom to collect points, with 
a score penalty for each pole he knocks down. Making it through the 

course with time to spare lets the player progress to the 3rd competition. 


SKI JUMP The ski jump is a 1-time, 
give-it-all-you've-got, challenge. Using the 
radar screen to gauge his timing, the player 
must punch the accelerate button just as the 
skier is lifting off from the ramp to maximize the 
distance of the jump and the bonus points 

“sa scored. A good jump can increase the score 
‘8 enough to give the player additional time and 


start him on the downhill again. : 
...and for pure profit! 


For technical service, call the hot line toll-free (except in Illinois): (800) 323-0666. 


TAITO AMERICA CORPORATION «= 
1256 Estes Ave., Elk Grove Village, IL 60007 
(312) 981-1000, Telex 25-3290 


STRATEGIES 


for making sure you get to read 
your own copy of PLAY METER 


Strategem No. 3 in a series: 
Arise early... 


XYZ = 
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Be at our printer’s door when it comes 
off the press! 
Or. e@ @ 


You can fill in the coupon below for easy, direct delivery of Play Meter 
to your home, twice monthly.* Send check for only $50° for 24 issues! 


TITLE 
COMPANY 
ADDRESS 


ON a 


Check one 
CL) Operator CJ Distributor L) Manufacturer LJ Support & Supply 1) Other 


*Please allow 4—6 weeks for receipt of first issue. Outside U.S. and Canada: $150 air mail only. 


Send to: Play Meter magazine, P.O. Box 24170, New Orleans LA 70184 
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A NEW ADVENTURE 
IN ENTERTAINMENT! 


BOOM BALL combines all the excitement and thrill of firing a cannon with the 
reliability and ease of service made possible by today’s technology. It’s a natural 
crowd pleaser for every amusement center. 


Imagine the reactions of your customers when they sit down to play, take aim, and 
fire a cannon at a target 12 feet away! Witha bank of anywhere from 3 to 20 stations, 
you can count on the seats never getting cold. And, the more stations you have, the 
bigger the attraction...the bigger the crowds...the bigger the profits. You really have 
to see it to believe it. 


FEATURES 
BALL COUNTER e SCORE DISPLAY 
SCOREBOARD HOUSING ¢ ACCESS DOOR e TARGET 
RUNWAY ¢ CANNON e COIN DROP 
TICKET DISPENSER (OPTIONAL) ¢ SEATS e FIRING CONSOLE 


meltec 
MELTEC, INC. 


290 Commercial Street Sunnyvale, CA 94086 (408) 738-4422 


Telex: 172935 
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Federal patent and trademark pro- 
tection is the fact that it assumes that 
the popularity of a particular game is 
transitory and extinguished when 
new arcade games take its place. 
This may not always be true. 
Secondary markets, most notably 
home use, may prolong the life of the 
goodwill associated with a trade- 
mark. 

Additionally, depending upon the 
quality and public acceptance of the 
characters or other game pieces, 
registrations may be obtained in the 
clothing (T-shirts) and jewelry areas, 
for instance, based in part upon the 
popularity and distinctiveness of the 
game’s name, goodwill and popu- 
larity. Also, a strong game resale 
market, though not likely, could 
justify both patent and Federal trade- 
mark coverage. 

Finally, state trademark examin- 
ing procedures are generally much 
less rigorous than the federal exami- 
nation and, coupled witn a consider- 
ably smaller backlog than that of 
the Patent and Trademark Office, 
state registrations may be expected 
to issue in time to be of use during 
the game’s popular lifetime. While 
multiple registrations (one per state) 
may be necessary, they could be 
targeted to those states in which 
infringing activity and litigation are 
most likely to occur. Trademark 
counsel should consider both the 
location of known copyists and the 
trademark owner’s preferred forum. 


U.S. copyright protections 

The last area to be considered 
with regard to the exclusive rights 
accruing to manufacturers and oriai- 
nators of video games is that of pro- 
tection under the Federal copyright 
law. This statute was substantially 
revised and recodified in 1976, the 


changes taking effect in 1978. 

Federal copyright protection, as 
available, is the remedy best suited 
to the video game market. Registra- 
tion, while a prerequisite to suit in the 
Federal courts, is relatively cheap, 
straightforward, nearly ministerial, 
and may be expected to issue within 
a few months after application. 
Unlike a trademark application, 
copyright registration may be 
applied for prior to any use of the 
subject matter. Thus, a registration 
can be obtained while the game is still 
at a conceptual stage. 

Copyright protection can be 
crafted to provide certain protection 
for essential elements of the video 
game, and | believe that it is the area 
of intellectual property which is most 
compatible with the unique mar- 
keting environment of the video 
game. However, it is not an alterna- 
tive to either patent or trademark 
protection and possesses some sig- 
nificant drawbacks. 

Neither the name nor a catchy 
phrase associated with a game can 
be copyrighted and, therefore, the 
goodwill associated with such identi- 
fication cannot be directly protected. 
(Characters which identify the game 
and are representative of its goodwill 
may be copyrighted as works of 
graphic art.) An identical game will 
not infringe a copyright if indepen- 
dently created. This differs from the 
concept of infringement under the 
patent law. 

Finally, the scope of protection of 
a copyright is limited to those ele- 
ments that are original to the work at 
hand. Thus, insofar as a copyrighted 
game is based upon prior games, it is 
only infringed to the extent that the 
features that are original with the 
game are copied. 

© 1982 Elliott N. Kramsky 
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Elliott N. Kramsky is an attorney 
with the Los Angeles law firm of 
Nilsson, Robbins, Dalgarn, Berliner, 
Carson and Wurst. Kramsky, 
whose practice is concentrated in 
the areas of patent, trademark, 
copyright and unfair competition 
law, received his legal education at 
Boston University School of Law 
(J.D. 1973). He also holds degrees in 
engineering and in economics and 
has held professional positions in 
these fields. Client counseling and lit- 
igation concerning video games 
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Model Arcade Ordinances 


Following are three recently enacted municipal ordi- 
nances which can be adapted by many local communities 
when those localities are presented with these models by 
individual operators or their associations. 

These models, circulated recently by the Ohio Music 
and Amusement Association to its membership, are 
reprinted by Play Meter with the aim of spurring wide- 
spread industry input to help fashion model ordinances 
which answer the need of local governments to regulate 
the arcades and game operations without unduly 
restricting the industry itself. 

We hope that interested persons within the industry 
will offer suggestions to further modify and define what 
kinds of model ordinances are in the best interests of the 
industry. 

The OMAA, in a letter from its President James H. 
Hayes and Executive Vice President Paul A. Corey, 
noted that, “while the three (model) ordinances are not 
perfect, they go a long way towards establishing guide- 
lines that will enable you to operate your business in the 
traditional American fashion in the event your city 
councils/mayors try to subvert the free enterprise 
system.” 

Play Meter salutes the OMAA for its provision of these 
instruments, and we offer the pages of this magazine to 
all industry persons for that purpose. 

OMAA officers noted their gratitude to many opera- 
tors who had supplied various ordinances toward the 
designation of the given three Ohio models. Particular 
recognition was given to the association’s First Vice 
President Richard E. George (Roy George Music/ 
Painesville); past Legislative Chairman David R. George 
(Bell Music/Akron); and OMAA Executive Secretary 
Judith A. Martin for their work with operators and public 
officials and for “attempting to defuse this potentially 
devastating attack.on the coin-machine industry.” 

® 


Model Ordinance A—This model provides for a 
moderate licensing and inspection procedure. It also 
establishes an appeals procedure so that all interested 
parties may be heard. 


Model Ordinance B—This model defines “Arcade” and 
differentiates between “arcades” and establishments 
who have permits issued by the Ohio Department of 
Liquor Control. 


Model Ordinance C—This model spells out the pro- 
cedures whereby an “arcade” can be established in a 
community. Also, it spells out the operating require- 
ments, revocation and hearing procedures. 
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MODEL “A” 
ORDINANCE NO.____ 
BY 


AN ORDINANCE AMENDING THE __ 
CODE OF ORDINANCES, 19____, AS AMENDED, 
BY THE ADDITION OF CHAPTER ____ THERETO, 
THE SAME TITLED “MECHANICAL AND ELEC- 
TRONIC AMUSEMENT DEVICES.” 


WHEREAS, it is deemed in the best interest of the City of 
to require the licensing of 


owners, operators and distributors of mechanical and 


electronic amusement devices upon approval of the 
Director of Public Safety. 


NOW THEREFORE, be it ordained by the council of the 
City of ____——(’- County off 
State of Ohio: 

Section 1. That the —____——C Cro of Orri- 
nances, 19 , aS amended, be and the same is hereby 
amended by the addition of Chapter thereto, the 
same titled “Mechanical and Electronic Amusement 
Devices,” which shall read as follows: 


CHAPTER —___ 
MECHANICAL AND ELECTRONIC 
AMUSEMENT DEVICES 


Definitions 
For the purpose of this Chapter: 


(a) “Mechanical or Electronic Amusement Devices” 
means any machine, device or game which, upon the 
insertion of a coin, slug, token, plate or disc, permits a 
person or operator to use the device as a game, contest 
of skill or amusement, whether or not registering a score, 
which may cause a person or operator of the same to 
secure some amusement, enjoyment or entertainment, 
and which is not a gambling device or a device which 
tends to encourage gambling. It shall include, but not be 
limited to such devices as electronic or mechanical game 
machines, pinball machines, skill ball, bowling machines, 
or any other mechanical or electronic games or opera- 
tions similar thereto, under whatever name they may be 
indicated. This definition does not include coin-operated 
pool tables, nor does it include coin-operated phono- 
graphs or merchandise vending machines. 
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Some People Call Us WICKO! 


And Some Call Us WHYCO! 
Others Call Us WE ECO! 


But you can be sure they CALL us|! 
Why don't you? 


The World-Wide Source ‘a Quality Replacement Parts And Supplies For The 
COIN OPERATED MACHINE INDUSTRY 


Call our TOLL FREE ORDER NUMBERS FOR 


FASTER SERVICE! 
LOWER SHIPPING COSTS! 


WICO CORPORATION 


It’s The Place to Go! 


6 WICO DISTRIBUTION CENTERS — Contact the one nearest you! 


CORPORATE HEADQUARTERS 
CHICAGO NEW YORK LOS ANGELES DALLAS ATLANTA 


LAS VEGAS 


6400 W. Gross Point Rd. 26 Madison Road 5584 E. imperial Hwy. 10514 King William Dr. 6685 Jimmy Carter Bivd. 2901S. Highland Drive 
Niles, Illinois 60648 Fairtield, NJ 07006 South Gate, CA 90280 Dallas, Texas 75220 Norcross, GA 30071 Bidg. 13, Space B 


Phone (312) 647-7500 Phone (201) 575-0515 Phone (213) 923-0381 Phone (214) 556-0356 Phone (404) 449-4212 Las Vegas, NV 89109 
Telex 28-9413 Phone (702) 737-7508 
$$ ——_—— Toll Free Order Service 

800-323-0765 800-526-2536 800-421-9731 800-527-9970 800-241-5974 Sa 
Except IL Except NJ 800-352-4151 CA 800-442-7901 TX Except Ga 
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Atari 
Bally 
Centuri 
Cinematronics 
Data East 
Dynamo 
Exidy 
Game Plan 
Gottlieb 
Gremlin 
Midway 
Rock-Ola 
stern 
Taito 
Universal 
Uo: Billiards 
Valley 
Williams 


The best names 
in the business. 
serving the Southeast Since 1928 


Ih RAINCO 


DISTRIBUTING COMPANY, INC. 


P.O. Box 9270 Montgomery, AL 361040 205 / 834-3455 


IF YOUR VIDEO GAMES ARE MAKING 
$400 - $800 PER WEEK... 


[Wall Street Journal 8-31-80] 


IGNORE THIS AD! 


BUT, IF YOU... 


HAVE TO WORK FOR YOUR MONEY... 

ROTATE YOUR EQUIPMENT... 

TRAIN YOUR EMPLOYEES ... 

HAVE MORE THAN ONE LOCATION... 

WANT A BETTER RETURN ON INVESTMENT... 


ARE INTERESTED IN THE FUTURE OF THE 
BUSINESS... 


THEN CALL YOUR FRIENDS 
AT 


HANSON De 


SUITE 1.9201 PENN AVENUE SOUTH 
BLOOMINGTON. MINNESOTA $5431 
PHONE 
MN - 612/884-6604 
MN WATS - 800/352-2780 
OuT OF STATE-800/328-2866 


SALES * SERVICE # PARTS 


90 


(b) “Person” or “Owner” shall mean the person, firm, 
partnership, corporation or association which owns any 
such device or is responsible for the placement or dis- 
tribution of such devices within the City of 


(c) “Director” shall mean the Director of Public Safety of 
the City of or his authorized agent(s). 


License Required 


No person shall keep, use, exhibit, display, or cause to be 
exhibited or displayed, any mechanical or electronic 
amusement device, unless such device displays in a 
prominent place the name and business address and 
telephone number of the person owning the device, and 
unless an operator’s license has first been secured from 
the Director. A license shall be required of every owner 
of a mechanical or electronic amusement device kept, 
used, exhibited or displayed in the City of 


Application for License 


(a) Application for a license to display a mechanical or 
electronic amusement device must be made to the 
Director. 


(b) Such application shall be made by the owner of the 
mechanical or electronic amusement device. The appli- 
cation shall state the following: 
(1) The name and address, age and birthdate of the 
machine or machines, or if a firm, partnership, cor- 
poration or association, then the names, addresses 
of the officers and any additional information 
requested by the Director. 
(2) Any other information deemed relevant by the 
Director. 


(c) The license required herein shall not be transferred 
to any other person. 


Issuance of License 


(a) Every owner at the time of application shall pay to the 
City of ___—CT—CC “ the sum off Fifty Dollars ($50). 
Such fees shall be retained by the City until the applica- 
tion is approved or refused. Each application shall be 
approved or reviewed no later than sixty (60) days after 
the application has been filed. If the application is 
refused, the fee will be refunded to the applicant. Upon 
approval of the application, the Director shall issue a 
license to the applicant. All licenses shall be issued for a 
period not to exceed one (1) year and shall expire on 
December 31 of each year. No license may be trans- 
ferred from one owner to another. There shall be no 
prorating of fees. 


Inspection and Enforcement Procedures 


The Director shall cause periodic inspections to be made 
of all premises or locations where mechanical or elec- 
tronic amusement devices are used, kept, exhibited or 
displayed. If in the opinion of the Director, said devices 
are causing or contributing to cause a nuisance, are 
being used or operated in violation of state and/or local 
gambling laws, or are creating an environment detri- 
mental to the health, safety or welfare of the citizens of 
the City of , he shall immediately 
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WORLD WIDE DISTRIBUTORS, INC. 
NOW 3 OFFICES TO 

SERVE YOU! 

GRAND. RAPIDS: Grn mapids, mu 20507 


616/247-1412 


DETROIT: 36339 Groesbeck Hwy. 

s Mr. Clemens, MI 48043 
313/791-7870 
800/482-0614 (MI WATS) 


CHICAGO: 2730 W. Fullerton Ave. 

s Chicago, IL 60647 
312/384-2300 
800/572-4285 (IL WATS) 


REPRESENTING: 
TAITO ¢ STERN/SEEBURG e GREMLIN/SEGA 
WILLIAMS ¢ X-COR/GDI ¢ UNITED e N.S.M. 


KAYE ¢ VALLEY e LEKTROVEND 
NRI BILL CHANGERS e LITTON 


Choose from a wide selection of thoroughly reconditioned pinballs, videos, 
vending, shuffle alleys, phonographs, pool tables, guns, etc. 


WE GUARANTEE YOUR SATISFACTION 


“We're On The Move’’ 


MEMBERS: A.M.O.A., M.O.M., I.C.M.O.A., A.V.M.D.A. 
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notify in writing the person who is the owner of the device 
or devices of his findings. 


If in the opinion of the Director, the conditions giving rise 
to his findings, have not been abated within ten (10) days 
after written notice to the owner, he shall forthwith order 
the owner to remove all mechanical and electronic 
devices from the premises, location or locations referred 
to in his findings, which devices shall be removed within 
five (5) days after receipt in writing of said order of 
removal. Thereafter, no mechanical or electronic 
devices shall be permitted in or upon the premises, 
location or locations from which same were ordered 
removed for a period of ninety (90) days after said 
removal. At the expiration of ninety (90) days, mechan- 
ical or electronic devices may again be used, kept, 
exhibited or displayed in or on said premises, location or 
locations provided, however, that if the device or devices 
are again removed from said premises, location or 
locations pursuant to the provisions of this section, they 
shall not thereafter be permitted therein or thereon fora 
period of one year from the date of removal. 


The provisions of this section shall not apply to any 
premises, location or locations in which beer or intoxi- 
cating liquor is permitted to be consumed on the pre- 
mises pursuant to a license duly issued by the State of 
Ohio, Department of Liquor Control. 


Revocation of License 


The Director may, at any time, suspend or revoke any 
mechanical or electronic amusement device license fora 


9030 Directors Row 
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O'CONNOR 


OFFERS THE BEST IN THE BUSINESS 


SERVICE*PARTS* EXPERIENCE 
AND THE BEST EQUIPMENT AVAILABLE 


Distributors for all major lines 


O'CONNOR 
DISTRIBUTING CO., INC. 


(214) 631-0150 


violation of any of the terms or provisions of this chapter. 


Appeal 


In the event the Director suspends or revokes any 
license, the owner may within ten (10) days, appeal in 
writing such suspension or revocation to a Board of 
Review, composed of the Law Director, the Finance 
Director and a member of City Council to be appointed 
by that body. The Board of Review shall fix a time and 
place for the hearing of the appeal, at which time all 
parties interested shall be afforded an opportunity to be 
heard, and the Board of Review’s decision shall be final. 


Penalty 


Whoever violates any of the provisions of this chapter 
shall be fined not more than Five Hundred Dollars 
($500), or imprisoned not more than six (6) months, or 
both. Each day’s violation shall constitute a separate 
offense. 


Section 2. That it is found and determined that all formal 
actions of this Council concerning and relating to the 
passage of this ordinance were adopted in an open 
meeting of this Council, and that all deliberations of this 
Council and of any of its committees that resulted in such 
formal action, were in meetings open to the public, in 


compliance with all legal requirements including Section 
121.22 of the Ohio Revised Code. 


Section 3. That this ordinance shall take effect and be in 
force from and after its passage at the earliest period 
allowed by law. 


Dallas, Texas 75247 
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Centuri, Inc., 245 West 74th Pl., Hialeah, Fla. 33014 Telephone 


NS 


Nine good reasons why your next employee 
should be a Nevada Gaming School graduate: 


| Color and X-Y 600 hrs. of repair & maintenance Printed circuit board 
monitor repair of amusement machines soldering & desoldering 


Oscilloscope waveform Micro-processor theory : Training in the use of 
: interpretation the digital logic probe 


Pn ‘ i j F a Sy d ame CaS 
Troubleshooting Willingness to relocate . upply 
digital circuitry troubleshooting 


NEVADA GAMING SCHOOLS, INC. 


TRAINING AMUSEMENT MACHINE TECHNICIANS 


3100 Sirius Ave., Las Vegas, NV 89102 881 East Glendale Ave., Sparks, NV 89431 
Call collect: 702-873-2345 Call collect: 702-359-2345 
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to these cases that aren’t being 
made,” says Stern. “But to fight an 
action like this will cost in the neigh- 
borhood of $30,000 a year.” 

“North American Phillips is the 
first company financially able to 
fight,’ Stern says of the company 
that is trying to continue production 
of K. C. Munchkin by appealing to 
the Supreme Court. Earlier, Midway 
won a federal injunction against 
North American Phillips when the 
court decided the home video K. C. 
Munchkin too nearly resembled 
Pac-Man.* 

K. C. Munchkin, Stern says, 
reflects the idea of Pac-Man rather 
than the expression of the game and 
an expression, not an idea, is what is 
copyrightable. 

“But I don’t believe the Supreme 
Court will take the case,” offers 
Stern. “It’s not an important enough 
case. Had they not conceded the 
issue of copyrightability, the Court 
might have taken it on.” 

The issue of copyrightability is the 
issue that Stern grapples with when 
he looks at video games. And he calls 
On experience in copyright law 
(“intellectual property”) to sustain 
his denial that the games are copy- 
rightable. 


The existing copyright law 
defends audio visual works that are 
“fixed,” he says. To use Stern’s 
example, a Bugs Bunny cartoon is a 
fixed work. From the time it starts 
until the end of its run, the work is 
the same each time it is played. The 
cartoon never changes its outcome. 

Obviously, the same is not true for 
video games. 

“The totality of permutations of 
subroutines are not copyrightable 
because they are different every 
time, not fixed,” asserts Stern. 

Another corner of copyright law 
prohibits copyrighting anything that 
is “too trivial.” The way the charac- 
ter “deflates” when he is taken, as 
well as the “yellow ball with a slice cut 
out” are elements too trivial to 
withstand that test, Stern believes. 

Stern also contends that neither 
the ROMs nor the “object code” are 
copyrightable. 

Stern does not pretend to hold the 
popular view in this matter. Upon 
confronting Meteors’ defending 
attorney Arthur Levine recently, 
Stern greeted him as the only other 
attorney in the country who believed 
that video games were not copyright- 
able. Levine confessed he was no 
longer to be counted on that side of 
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the issue. 

Whether or not Stern has any 
company on the copyrightability 
issue, he is not the only voice to be 
heard claiming majors’ victories can 
be chalked up to their financial 
strength. California operator Mike 
Stone has been unable to fight in 
more than one infringement issue 
and copyright attorney Elliott 
Kramsky (see separate article) 
agrees that the expense most offten 
prohibits taking the chance to win. 

So the majors will probably con- 
tinue to roll up infringement victories 
in the nation’s courts, but there is at 
least one copyright expert who feels 
they might be successfully chal- 
lenged. What remains to be seen is 
whether or not the challenge will 
ever be made by someone willing to 
spend the dollars it takes to do 
battle. e 


*Ed. Note: Coverage of these 
infringement cases will, of course, 
continue in Play Meter’s pages. 
Legal citations in reference to the 
“Munchkin” case are part of the 
“Video Game Litigation” series 
which is running currently in this 
magazine. 
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Plan now to attend SIGGRAPH ’82, The 
Ninth Annual Conference on Computer 


Graphics and Interactive Techniques, July 
26-30 in Boston. 


SIGGRAPH '82 is a complete technical conference 

covering every phase of computer graphics. The 

conference features: f 

— Exhibits by more than 140 companies 
displaying the latest graphics hardware, 
software, peripherals, and services 


24 diversified courses including introductory 
tutorials and advanced seminars 


Technical sessions featuring the latest in 
research and innovative applications 


Detailed vendor forum presentations 
Computer-generated film and art shows 


The premier national event in computer graphics, 
SIGGRAPH '82 is the only conference where you 
can get a well-focused and in-depth perspective on 
both the present and future directions of this 
challenging aspect of computer technology. 


For registration information, call or write: 
SIGGRAPH ’82 

Convention Services Department 

111 East Wacker Drive 

Chicago, Illinois 60601 U.S.A. 
312/644-6610 


Sponsored by the Association for Computing Machinery Special Interest Group on Computer Graphics in cooperation with the [IEEE 
Technical Committee on Computer Graphics. Eurographics. Harvard Graphics Week, and the Summer Institute of Media Arts. 


MODEL “B” 
ORDINANCE NO. 
BY: 


AN ORDINANCE AMENDING AND/OR SUPPLE- 
MENTING CHAPTER ——— OF THE CODIFIED 
ORDINANCE OF THE CITY: OF... 
OHIO, 19____, BY AMENDING AND/OR SUPPLE- 
MENTING SECTION _______ TO PROVIDE 
FOR A DEFINITION CHANGE OF AN ARCADE; 
AND DECLARING AN EMERGENCY. 


NOW, THEREFORE, be it enacted by the Council of the 
Cy Or | OO. 


Section 1.. That Section... of the Codi- 
fied Ordinances of the City of _.- SSCS 
Ohio, 19 , is hereby amended and/or supplemented 
to read as follows: 


Definitions 

As used in this Chapter: 

(a) Arcade means: 
“(1) Any establishment, room or place where more 
than four coin-operated amusement devices are 


available to the public; or 


“(2) Any establishment, room or place where more 
than two coin-operated amusement devices are 


available to the public and which derives more than 
50% of its gross revenues in the City from coin- 
operated amusement devices.” 


“(3) ‘Arcade’ does not mean any establishment that 
has been issued a liquor permit by the State of Ohio, 
except that Arcade shall include any establishment 
that only has the following permits: 
“(a) C-1-Low powered beer in original con- 
tainers for carryout only, and/or 
“(b) C-2-High powered beer, malt liquors and 
wine in original containers for carryout only. 


(b) Coin-operated amusement device means any 
amusement machine or device operated by means of the 
insertion of acoin, token or similar object for the purpose 
of amusement or skill and for the playing of which a fee is 
charged. ‘Coin-operated amusement device’ does not 
include vending machines in which are not incorporated 
gaming or amusement features nor does the term 
include any coin-operated mechanical musical device. 


(c) Device Owner means any person, partnership, cor- 
poration or other entity that owns more than four coin- 
operated amusement devices that are available to the 
public.” 


Section 2. If any provisions of this ordinance on the 
application thereof to any person or circumstances is 
held invalid, the invalidity does not affect any other pro- 
visions or applications of the ordinance which can be 
given effect without the invalid provisions or application, 
and to this end, the provisions of the ordinance are 
separable. 
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WAREHOUSE CLEARANCE 


VERY SPECIAL LOW LOW PRICES 
ALL BRAND NEW MACHINES 


MNOS UOR INNING 5.05. 5.6 e ad ee cae wrive w Ye ee om. ae 1150 
Pink Panther .....................000- 1100 


EXTRA SPECIAL 


PINBALLS 


Alien POKGl 5 66.644.065%.6684 66 SS eee RRS $750 
Counterforce ............ ccc eee eee eee 750 
James Bond... 0... ..c cc ces eee ennsaues 750 
Jungle LOrd .. 33 6sk ee eis oe we Says 750 
SCOFOION 65 6553 ae we 750 
EAZOF TOU se 6o6 85 2G eR eA ee ES 600 
Coney Island) icisiccs eect was haw wad 500 
IMG: WON hs ore shed hw he eS ESO 500 


TEL CONG 6 5 64 hohe SAG a SHOTS ES 500 


Any assortment of 30 games, take $50 off each price. 
Any assortment of 60 games, take $100 off each price. 


R. H. BELAM CO., INC. 


1 Delaware Drive 
Lake Success, NY 11042 
Tel: 516/488-5600 
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CALL 


BELAM FLORIDA CORP. 


1541 NW 165th St. 
Miami, FL 33169 
Tel: 305/621-1415 
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Ardac’s. 
amazing 
changers. 


They make change for your customers. 


And money for you. 


e The right change time after time 
means increased sales for you. If 
customers don’t get change, you miss 
out on dollars. 

e Dollar bill acceptors are designed for 
millions of operations without a lot of 
fine tuning or adjustments. 


' e Bill stackers automatically stack bills 


in a neat column. 

e Unique interchangeable hoppers 
virtually eliminate coin jams caused 
by bent coins or coins in the wrong 
hopper. 

e Complete modular construction for 
servicing ease. 

e Simplified electronics. 

“3090 + @ Maximum security. 


e Minimum problems. 
4860 East 345th St., Willoughby, OH 44094 
(216) 951-3440 


ARCADE 
SPECIALISTS 
DON’T POP UP 
OVERNIGHT 


We have 50 years experience selling 
and servicing arcade equipment. And 
that’s something you can bank on. 


|  GHANGE 


%, 


For the best games at the best prices, 
contact: 


BIRMINGHAM 


VENDING COMPANY 


540 2nd Ave. North 
Birmingham, AL 35204 


205/324-7526 
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Section 3. That this ordinance is hereby declared to be 
an emergency measure for the reason that the health, 
safety and welfare of the citizens of the City of 
_C‘“‘(CéntHrroturghh «the immeeite reguila- 
tion of this local concern is essential, and provided this 
ordinance receives the affirmative vote of two-thirds of 
the members appointed or elected to Council, it shall 
take effect and be in force immediately upon its passage 
and approval by the Mayor; otherwise it shall take effect 
and be in force at the earliest time allowed by law. 


MODEL “C” 


ORDINANCE NO. 
BY: 


AN ORDINANCE AMENDING AND/OR SUPPLE- 
MENTING CHAPTER ....._.-.- .OF THE CODIFIED 
ORDINANCES OP THE CITY OF 22 
OHIO, 19____, BY AMENDING AND/OR SUPPLE- 
MENTING SECTION —______ TO PROVIDE FOR 
ADDITIONAL BACKGROUND INFORMATION: TO 
PROVIDE FOR AN ANNUAL LICENSE FEE AND 
PROVIDE THAT IT IS PREPAID AND NON-REFUND.- 
ABLE UPON APPLICATION: TO PROVIDE FOR A 
HEARING BY A COMMISSION: TO PROVIDE THAT 
NO BILLIARD OR POOLROOM OR ARCADE WILL 
CONDUCT ITS BUSINESS AT A LOCATION 
WITHIN FIVE HUNDRED (500) FEET FROM THE 
BOUNDARIES OF A PARCEL OF REAL ESTATE 
HAVING SITUATED ON IT A SCHOOL, LIBRARY, 
ORK PUBLIC PLAYGROUND: TO PROVIDE THAT 
ANY BILLIARD OR POOLROOM OR ARCADE 
SHALL HAVE AN EMPLOYEE WHO IS AT LEAST 
TWENTY-ONE (21) YEARS OF AGE ON THE PRE- 
MISES SUPERVISING THE BILLIARD OR POOL- 
ROOM OR ARCADE DURING ALL HOURS OF 
OPERATION: TO PROVIDE A DUTY FOR DEVICE 
OWNERS: AND DECLARING AN EMERGENCY. 


WHEREAS, . . .etc. 


NOW, THEREFORE, be it enacted by the Council of the 


EU OW ae OI: 

Section 1. That Section _______—_._ of:_ the Codified 
Ordinances of the City of __-_-SSS—OS—CFSFSFSs Ori, 
19 , is hereby amended and/or supplemented to 


read as follows: 
License Application Requirements 


“(a) No person, partnership, corporation or other entity 
shall operate or conduct a billiard or poolroom or an 
arcade for use by the general public within the City for 
money or other reward without having first obtained a 
license therefor from the Mayor. Every person, partner- 
ship, corporation or other entity shall make an applica- 
tion in writing to the City License Clerk, which applica- 
tion shall set forth: 

“(1) the name under which the business is to be 

conducted; 

“(2) the location the business is to be carried on; 
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EENY— 
MEENY— 


MINEY— 
MONROE 


More operators pick us by the toe* because 
we just happen to have the best selection 
of hit games in the country. 


So shouldn’t you catch us, too? 


*Maybe we’re not the greatest poets, 
but we’re the best darn distributor you'll find. 


IT JUST SO HAPPENS WE HAVE THE BEST SELECTION IN THE COUNTRY 


MONROE 


DISTRIBUTING, INC. 


- IN OHIO - 
2999 Payne Ave. 4820 Industry Dr. 
Cleveland, OH 44114 Cincinnati, OH 45014 
(216) 781-4600 (513) 223-0550 


We’re growing again 
our newest office 
Regency Industrial Park 
10705-12 Rocket Blvd. 

Orlando, FL 32809 


(305) 857-1181 


-— IN FLORIDA - 


Palmetto Lakes Industrial Park 
5301 N.W. 161 St. 
Hialeah Lakes, FL 33014 


(305) 625-6666 
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Our service is second to none. One of the 
largest spare parts inventories in America. 


THE MOST PROFITABLE KIDDIE RIDES—EVER 


e Trains, Bumper Cars 


ONE OF THE LARGEST SELECTIONS AVAILABLE 


¢ Cartoon, Ballon and Egg Machines 


e Carousels, Boats, Animals, etc. 


100 


items 


309/788-0135 


Rock Island, IL 61201 


524-2nd St. 


NORTH AMERICAN AMUSEMENT (Formerly: Thomas Leon's Kiddie Rides America) 


(3) the name and address of any manager, adult 
supervisor; or other employee; 
(4) the name and address of the owner or owners 
of the coin-operated amusement devices; and 
(5) the name, address and principal occupation of 
every person with an interest in the business. If the 
business is conducted by: 
“(a) a sole-proprietorship, the name, address 
and principal occupation of that individual. 
“(b) a firm or partnership, the names, addres- 
ses, and principal occupations of each member 
of the firm or partnership. 
“(c) a corporation, the names, addresses, and 
principal occupations of all officers and share- 
holders. 


“The person, partnership, corporation, or other 
entity operating or conducting the business shall 
have a continuing duty to inform the City License 
Clerk as to changes in the information required in 
this section. 


“Tf an application is not approved, the License 
Clerk shall notify the applicant in writing, with 
reasons for rejection. 


“(b) The Mayor shall not issue a license to any person, 
partnership, corporation or other entity if any of the 
persons with an interest in the business or if any of the 
employees of the business have been convicted of a 
violation of a Federal or State statute or of any local ordi- 
nance pertaining to gambling or other crime or moral 
turpitude within five years preceding the application. 
Also, as a prerequisite to the issuance of such license, an 
inspection shall be made of the premises by the Building 
Inspection Division, the Fire Division, and the Public 
Health Department, and approval must be had from 
each of such agencies.” 


Section 2. That new Section of the Codified 
Ordinance of the City of ____>S——S—s Ohi, 
19 , is hereby enacted to read as follows: 


Location 


“(a) No license shall be granted to a billiard or poolroom 
or an arcade that will conduct its business at a location 
that is within five hundred (500) feet from the boundaries 
of a parcel of real estate having situated on it a school, 
public library, or public playground. However, any duly 
issued license for a billiard or poolroom or an arcade in 
force as of the effective date of this ordiance will be con- 
tinued from year to year upon payment to the City 
License Clerk of the annual license fee and compliance 
with the other sections of this chapter. However, any 
change in ownership of the billiard or poolroom or 
arcade or change in location will remove said billiard or 
poolroom or arcade from this exception. ‘Change in 
ownership’ in the case of a partnership or corporation for 
the purpose of this subsection means more than 50% 
change in partners or shareholders from the partners or 
shareholders owning the partnership or corporation as 
of the effective date of this ordinance. 


“(b) This section shall not apply to establishments that 
have been issued a liquor permit by the State of Ohio, 
except that it shall apply to any establishment that has 
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STRETCH YOUR DOLLARS 
AT ROYAL DISTRIBUTING 


LOWEST CASH PRICES IN THE INDUSTRY 


Call: 

Jack Schleicher, General Manager 
Claudia Wilson, Sales Manager 
Fran Lutterbie, Sales 
Joe Westerhaus, President 


DISTRIBUTING CORP. 


1210 Glendale-Milford Rd. Cincinnati, Ohio 45215 


513/771-4250 


CALL TOLL-FREE 


(USA) 800/543-4250 
(Ohio) 800/582-2699 


AMES 
PEOPLE PLAY 


DISTRIBUTING CO. 


ALL VIDEO GAMES AND SOME PINBALLS 
AVAILABLE 
JUKEBOXES BY CENTURI 
POOL TABLES BY DYNAMO 
FOOSBALL TABLES BY DYNAMO 


2K OK OK OK OK OK OK OK KOK KK KK OK OK OK OK OK OK KK OK OK OK OK OK OK 2k 2k 2k OK OK OK KK 


COMPLETE PARTS DEPARTMENT 
TO BACK UP SALES 


AE OK 2 2K A OK OK 2 OK 2K 2 ok 2 2 2 2K 2 2 oo 2 2 ok 2K 2 ok OK 2 2K OK Ok 2 KOK 


ALSO THE LATEST COMPUTERIZED 
DIAGNOSTIC SYSTEM FOR 
ALL GAME BOARDS 


Ae Ae 2 2 oe OK OK OK 2K OK 2K OK OK 2K OK 2 OK OK KK KK KK KK KE KK KKK KKK 


WE SERVICE WHAT WE SELL 


4156 S. STAPLES ¢ CORPUS CHRISTI, TX 78411 
512/855-4811 


only the following permits: 
“(1) C-1-Low powered beer in original containers 
for carryout only, and/or 
(2) C-2-High powered beer, malt liquors and wine 
in original containers for carryout only. 


“(c) This section shall not apply to duly licensed billiard 
or poolrooms or arcade locations in existence at the time 
a school, public library, or public playground moves 
within five hundred (500) feet of said billiard or poolroom 
or arcade. 


Section 3. That Section of the Codified 
Ordinances of the Cityof Ss Ohio, 
19 , ls hereby amended to read as follows: 


License Fee: Transfer and Display 


“(a) The license fee, payable to the City’s License Clerk, 
at the time of application, shallbe 
($ ) for each business location for the year or any 
part thereof ending on December 31 of each year. This 
fee, which is paid at the time of application is not refund- 
able in any case. 


“(b) Licenses issued under this chapter shall not be 
transferable to any other person, partnership, 
corporation, or other entity and the business may be 
conducted only at the location for which the license is 
issued. The license must be so placed as to be made con- 
spicuously visible.” 


Section 4. That Section of the Codified 
Ordinance of the City of _____—S——S—S—S Ohi, 
19 , ls hereby amended to read as follows: 


Revocation of License—Hearing Procedure 


“(a) The license many be suspended or revoked at any 
time by the Billiard, Poolroom, Arcade License Review 
Commission on satisfactory proof that violation of the 
laws of the State, ordinances of the City, or of this 
Chapter occur on premises. 


“(b) Said Commission shall consist of the Mayor or his 
designated representative, the Clerk of Council or his 
designated representative, and the Law Director or his 
designated representative. 


“(c) Any resident of the City of __- 
may submit a written notice of complaint to the License 
Clerk in regard to any billiard, poolroom, or arcade 
location. The notice of complaint will include the name 
and address of the resident, the address of the location, 
and the specific reasons why the resident is complaining. 


“(d) The License Clerk shall meet with the complainant 
and inquire as to the specific reasons for the complaint. 
The License Clerk may dismiss the complaint if he deter- 
mines that: 
(1) the specific reasons listed in the complaint are 
not proper grounds for suspension or revocation of 
the license. 
“(2) there are not substantial credible facts to 
support the complaint by the resident. 
“No appeal shall lie from such decision of the License 


Clerk. 
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“(e) If the complaint is not dismissed by the License 
Clerk, the License Clerk will then notify the licensee and 
the owner(s) of the devices on the premises, as listed on 
the license application, that a complaint has been filed 
and will set a date for a fact-finding conference on the 
matter. Extensions and necessary investigations will be 


granted and conducted at the discretion of the License 
Clerk. 


“(f) At the time of the conference, the resident, the 
licensee, and the owner(s) of the devices will meet and 
attempt to amicably resolve the situation. If the resident, 
licensee and the owner(s) can reach an amicable solu- 
tion, the License Clerk will direct the licensee to comply 
with the solution in his ‘notice of reconciliation.’ 


“(g) If the parties cannot decide upon an amicable solu- 
tion to the problem, the License Clerk will transmit the 
complaint, together with his recommendation thereon, 
to the Billiard, Poolroom, Arcade License Review 
Commission. The License Clerk’s recommendation 
shall be for dismissal of the complaint, suspension of the 
license, or revocation of the license. 


“The Commission may accept, reject, or modify the 
recommendation of the License Clerk. The resident, the 
licensee and the owner(s) of the devices, as listed on the 
license application, shall be notified in advance by 
certified mail of the day on which the Commission is to 
consider the complaint; and they may, if they so choose, 
be present during consideration of the complaint. Con- 
sideration of the complaint before the Commission shall 
be a public hearing which shall be held within thirty (30) 
days after said notice is given. The licensee shall have the 
right to be represented by counsel, and have the right to 
cross-examine witnesses. The Commission shall enter 
its decision the day of hearing. In the event of a decision 
and ruling adverse to the license, the licensee shall have 
the right to appeal such decision and ruling to a court of 
competent jurisdiction under authority of and pursuant 
to the provisions of Ohio Revised Code Chapter 2506.” 


Section 5. That new Section 
Ordinances of the Cityof__._—— 
19 , is hereby enacted to read as follows: 


of the Codified 
, Ohio, 


Miscellaneous Operating Requirements 


“(a) Any billiard or poolroom or arcade shall have an 
adult who is twenty-one (21) years of age or over on the 
premises and supervising at all times the billiard or 
poolroom or arcade during all hours of operation.” 


“(b) The interior of the arcade shall provide minimum 
area per coin-operated amusement device equal to the 
size of the device plus one (1) foot of area on each side 
plus and area of four (4) feet in front of the device. 


“(c) No alcoholic beverages shall be sold or consumed 
on the premises of any billiard or poolroom or arcade. 


“(d) Order and quiet must be maintained on the 
premises so as not to violate the public peace. 


“(e) No persons under the age of eighteen (18) years 
shall be permitted on the premises of any billiard or pool- 
room or arcade before the hour of 4:00 p.m. on any day 
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SUMMER 
SPECIALS 


ASTCTOI <6 eicbnios 4 kasd ee ds $1300 

Asteroid Deluxe ............... $1300 
y SRSIIG: BIASIOl «64c eet cared ss $1400 

Battle ZONe 05 hb oo ose ee $ 900 

Berzerk 266444 4etacsetuss ous $1000 
« MCATIIVA 65sec de eae oes $ 900 

Paglé¢cc.cidtnaseusees eam eee $1300 
= Mal ANAT oe b8 Fak 548 oO ask wees $1200 
. Missile Command.............. $1000 
. IMGON: Cresta s.:6icecpiwixduaees $1000 
s PROCHIN iced der do ethan awn $1600 
= POL APIS: 2-d.euzeczioate-o%. ase dhe ee $1100 
s Radial SCO0C i024) peng eete ww. $1400 
= “SCRAUIDIC s 2-46 secs bse doe ew ers $1200 
- SPACE: FIPEDING 3.4347 254 des dis $1200 
. Space Invader ................. $ 700 
sc DD ACE LAD pig tte ccoe Cee Sede $ 800 
Stak OC ASU ss. 0.6 os sels koe ae Soe $1000 
E GUEAIOVON yo 5 & otk op Se $1100 
» DUDE CODA Ks 05 e yes peed aes $1400 
5 NGS ELV ek sca och aie ae ee dees $1200 


All games are in excellent condition. 


All games are originals—no counterfeits. 


Terms: 1/3 down—balance COD certified 


check, you pay the freight. 


Call 800/453/1064 anytime. 
Utah call 226-0138. 


THE 


AMUSEMENT GAME 


COMPANY 


10 North Main Street, Box P 
Salem, Utah 84653 
801/226-0138 @ 800/453-1064 
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e Easy-to-Operate Control Center is 
Compact 

e Desoldering Vacuum Operates on 

Shop Air 


the Same Handpiece Tip 
e Easily Releases 
Components from 
Double-Sided PC 
Boards 
® Superior Technical 
Manual 


Available from Kimco 


130 N.E. 32nd St.. Ft. Lauderdale. FL 33311. 1-800/327-4133. (in FL) 1-800/432-4839 


and Eyelet have been neatly replaced. 


Representing: 
Rock-Ola @ Gottlieb @ Atari 
Bally @ Centuri @ Taito @ Exidy 
Gremlin @ Dynamo ® Ardac 


Mars Changers @ Universal 
U.S. Billiards 


PETERSON COIN 
MACHINE CO. 


2700 Milam St. 
Houston, Texas 77006 
Phone: (713) 523-7494 


e Controlled Heat and Vacuum are in 


AFTER REPAIR with SRS-050 Kit, the Pad 


the ___———C—CSCSCC Pubic’. Schl ae inn session 
unless accompanied by his parent or legal guardian.” 


“(f) The violation of any of the provisions of this section 
shall be sufficient reason for suspension or revocation of 
the license; however, violation of any of the provisions of 
this section shall not be a criminal violation. 


Section 6. That Section 
Ordinances of the City of 
19 , is hereby enacted to read as follows: 


of the Codified 
, Ohio, 


Duty of Device Owners 


“Every device owner shall notify the License Clerk of 
every location where he has placed coin-operated 
amusement devices available to the public that bring the 
total of coin-operated amusement devices available at 
that location to more than four (4) devices.” 


Section 7. That Section 
Ordinances of the City of __- 
19 , is hereby enacted to read as follows: 


of the Codified 
, Ohio, 


Liquor Establishments 


“(a) Any establishment, room or place that has been 
issued a liquor permit by the State of Ohio where more 
than four (4) coin-operated amusement devices are 
available to the public must have an occupancy certifica- 
tion by the Building Inspection Division. 


“(b) The fees for said certification will be set forth in 
Section of the Codified Ordinances of the 
CEG Of oe IO. 19 , inregard 
to owner requested inspections.” 


Section 8. The moratorium on the acceptance of appli- 
cations by the City of as autho- 
rized by Ordinance No. is lifted as of the 
effective date of this ordinance. 


Section 9. That this ordinance is hereby declared to be 
an emergency measure for the reason that the health, 
safety, and welfare of the citizens of the City of 
_CCSCédtHrooughs thee immeeedite: egulla- 
tion of this local concern is essential, and provided this 
ordinance receives the affirmative vote of two-thirds of 
the members appointed or elected to Council, it shall 
take effect and be in force immediately upon its passage 
and approval by the Mayor; otherwise, it shall take effect 
and be in force at the earliest time allowed by law. 


Passed: , 198__ 


Mayor 


Attested: 
Clerk of Council 


President of Council 
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COVER STORY: 


Gottlieb’s 


game evolution 


After previewing Caveman, “the 
world’s first truly integrated pinball- 
video game,” last fall, veteran pin- 
game makers D. Gottlieb & Co. 
reported that the new game gener- 
ated enough interest from both 
Gottlieb’s distributors and operators 
to pursue the novel concept. 

Gottlieb officers now say that 
Caveman, “with dynamic changes 
since the AMOA” has been per- 
fected for release, and it was debuted 
as a finished product at the AOE 
show in Chicago in March. 

The idea which eventually hatched 
Caveman began in Gottlieb’s pinball 
design labs in the spring of 1980. 
However, while it was a completely 
viable concept from an overall engi- 
neering point of view, said a com- 
pany spokesman, at that time 
Gottlieb lacked the video engineer- 
ing expertise and a compatible video 
hardware system necessary to bring 
Caveman to life. 

So, the idea was shelved until the 
summer of 1981, when Gottlieb 
began working in earnest on the 
development of its own home-grown, 
in-house engineered and produced 
video game. In August, the first 
working prototype video hardware 
system was up and running and two 
teams of software engineers were 
formed. 

One team began work on Reactor, 
Gottlieb’s first video game which was 
also previewed at this year’s AOE 
show, and another team began to 
distill the concept which would even- 
tually become Caveman. 

John Buras, one of Gottlieb’s 
most accomplished playfield design- 
ers, said he felt from the beginning 
that in order to diminish any pro- 
blems a player might have in moving 
from the pinball play to video play 
and back again, the video screen 
should be integrated into the pinball 
playfield so the player doesn’t have 
to shift his vision back and forth to 
two separate areas. 

Buras explained, “The versatility 
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of our mid-size cabinet allowed us to 
fita 13” color monitor into the center 
of our playfield and left enough room 
on either side for a vari-target. Had 
we been forced to use a smaller, old- 
style cabinet, I’m afraid it wouldn’t 
have come off very well.” 

Once the monitor placement had 
been decided on, Buras finished the 
rest of the playfield in his usual style, 
the result being an interesting and 
challenging game that could stand on 
its own, without a video section. 

Meanwhile, at Gottlieb’s video 
facility, work was progressing rapidly 
on the video portion. Jim Weisz had 
finished the hardware section and 
Frank Starshak began working on 
the software, using the colorful char- 
acters that Jeff Lee, Gottlieb’s video 
artist, had created. The results wasa 
delightful, prehistoric chase through 
a maze of caves. The star character 
is, of course, the Caveman, whose 
job is to slay succeeding screens of 
Brontosauruses and Triceratops. 
Unfortunately, for the Caveman, 
soon after slaying each dinosaur it 
reconstructs into the killer Tyran- 
nosaurus, which he must avoid at all 
costs. The Caveman may, however, 
exit the maze at any time through 
one of three doors on the screen 
and return to the pinball section. 
Returning to the video section, the 
player must still complete the screen 
as it appeared when he left. 

The pinball and video designs 
being nearly complete left only one 
more problem. “After the response 
we received to Caveman at last fall’s 


show we knew we really had some- 
thing,” said Gil Pollock, Gottlieb’s 
vice president/Pinball Division. “The 
Missing Link between pinball and 
video, if you will. But we still had to 
present the concept as something 
completely new, in a way which left 
no doubt in the public’s mind that 
they were playing a game which was 
neither pinball nor video, but a com- 
pletely integrated, challenging new 
game format.” 


Distinctive lightbox 

The dramatic, overhanging light- 
box serves both a functional and 
esthetic purpose. Using the video 
monitor in a horizontal plane had 
created glare problems from over- 
head lights so the display section 
overhangs the playfield enough to 
cancel any glare. The lightbox also 
serves to set the game apart from 
any other game in any location. 

The pinball and video sections are 
also truly combined in that scoring, 
game play, and speech connect the 
two systems. Extra balls are set up in 
the pinball section, but can only be 
earned in the video section. Game 
feature “WOWS” are just the 
reverse. Experienced players soon 
learn that to earn competitive 
scores, they must transition from 
one section to the other and back 
again as the game’s speech section 
constantly urges them to do. 

Marshall Caras, Gottlieb’s vice 
presidenit/marketing stated: “Judg- 
ing from the test results we’ve 
received so far, we seem to be 
attracting players from both of the 
established formats. Caveman is 
drawing pinball players as we 
expected, but it is also attracting 
previously video-only players. And 
the results are showing up in the 
cashbox.” 

Gil Pollock concluded by saying, 
“We’re a long way from establishing 
a third format in the amusement 
industry, but if Caveman’s success is 
any indication, we’ll be producing 
pin-video games for a long time to 
come. Combining our flexible and 
expandable 16 bit video micropro- 
cessor (based on an Intel 8086 
system) with our System 80A pinball 
hardware and our pinball design 
expertise has multiplied our creative 
horizons and those of the industry as 
well. e 


Ed. Note: Technical and play-effect 
reviews of Caveman will be upcom- 
ing in Play Meter. 
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On hiring: 


How to prevent 
a technical snowjob 


How can a new or even an experienced owner/opera- 
tor determine the technical competence of his present or 
future employees? If they’re fortunate, they already have 
a qualified technician on the payroll who can make this 
evaluation. Often, this is not the case. The owner/opera- 
tor may be either new to the business or may find that his 
present technical staff cannot cope with the technical 
complexities of today’s equipment. 

The easiest method of making this evaluation is a brief 
electronics examination. The exam should have a range 
of questions of varying difficulty so the owner/operator 
can rate the person taking the test. 

Hopefully, the following sample test and rating chart 
can be of service. 


TEST 


1. If a transformer with a 2:1 turns ratio has 110 volts 
D.C. applied to its primary, its secondary voltage will be 
55 volts D.C. (True or False) 


2. If a diode has a positive voltage of 5 volts applied to 
its anode and ground applied to its cathode, it will be 
forwarded biased. (True or False) 


3. 110010102 is equivalent to 312s. (True or False) 


4. The rule for an “AND” gate is any one in will give a 
one output. (True or False) 


5. A 2 megohm resistor is larger than a 300Kohm 
resistor. (True or False) 


6. An 8080A integrated circuit is a commonly used 
RAM. (True or False) 


7. The information stored ina ROM can be erased by 
shutting off the power to the equipment it’s being used in. 
(True or False) 


M i 
The Henry W Mali & Co. Inc. 
257 Park Ave South 


New York, NY 10010 
(212)475-4960 


Call Toll Free: (800) 223-6468 
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by Jay Hanna 


8. To turn on an NPN type transistor it is necessary to 
apply a positive voltage to the transistor’s base. 
(True or False) 


9. A filter capacitor increases the effective voltage 
produced by a bridge rectifier while decreasing the ripple 
voltage. (True or False) 


10. ANAND aate is a good example of LSI (Large Scale 
Integration). (True or False) 


Answers 
1. False: Transformer action requires an A.C. voltage. 
2. True 
3. True 
4. False: All ones in are necessary to give a one out. 
5. True 
6. False: It’s a common central processor unit. 
7. False: Information stored in ROM is permanent and 
nonvolatile. 
8. True 
9. True 
10. False: It’s an example of SSI (Small Scale Integra- 
tion). 


RATING CRITERIA 


Correct Answers 


DEO yh bia e Avs we tet Bench Level Technician 
| Ee ee ee eee Field Level Technician 
ANI oie ura ogre Aa athe 'a S ak eee te Sn a ene Trainee 
is ane! AER Ee On a a Pe Collector 
TA eters Murphy’s Law (Random Chance) 


About the author: Jay Hanna, of Antares Game 
Repair/Denver, held an AOE technical instruction 
seminar at the 1981 and 1982 Expos. 


Billard Cioth 


Style 820—Plain, Style 920—Backed 


Fabrics developed specifically for 
coin-operated tables. 

Available through your distributor. 
Write or call for color card. 
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When it comes to Coin-op | 1 
games, music and Vending... wet 


BETSON &\ 
STANDS 1h 


r 4 a 


) 


Bie SON’ 


6 Empire Blvd., Moonachie, N.J. 07074 
201-440-2200 


301 Brewster Rd., Milford, CT. 06460 
203-878-6966 


1045 Route 109, N. Lindenhurst, N.Y. 11757 
516-226-0400 
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IC. LOGIC DESIGN COURSE 


Lesson Eight: 


Type D Flip-Flop 


Editor's Note: The material below is a serialization of the Kurz Kasch correspondence course for electronics, de- 
signed specifically for the coin-operated amusement industry. This course is copyrighted and owned by Kurz Kasch 
of Dayton, Ohio and its reprinting is being sponsored jointly by Kurz Kasch and Pla y Meter magazine. This material 
is authorized for publication exclusively in Play Meter magazine. 


Lesson Eight, Type D Flip-Flop. The type D flip-flop is a 
modification of the master-slave R/S flip-flop. There are many 
requirements for memory elements where this flip-flop is the 
most appropriate. 


TYPE D FLIP—FLOP: 


The type D flip-flop or Data Latch is a modified version 
of the clocked R/S flip-flop. The circuit shown in fig. 8-1 has 
only one input called the D or data input. Inverter five insures 
that the input to gate four will always be the complement of the 
D input. Notice, also, that the state-of-the-memory can only be 
altered during the presence of a clock or synchronizing pulse. 


Set direct 


D Input 


Reset direct 


Fig. 8-1. A simple type D flip-flop. The set direct and reset 
direct must be held at a ‘‘Hi’’ logic level (1). When a reset or 
set is desired these inputs go to a ‘‘Lo’’ logic level (zero). 
The student should verify this is true. 


The data latch is commonly used in conjunction with 
digital readout devices. In this application, it holds the infor- 
mation being displayed until new information can be accumu- 
lated and entered into memory for display. The truth table for 
the type D flip-flop shows that there are no indeterminate 
states possible (table 8-1). 
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Table 8-1. Truth table for a type D flip-flop. 


Master Slave 


| | Set direct 


Reset direct 


Fig. 8-2. A type D master-slave flip-flop. An output transition 
is possible only during a clock pulse. A set direct and reset 
direct are also provided and must both remain ‘‘Hi’’ or 1 until 
their function is desired. 


TYPE D MASTER-SLAVE : 


The simple type D flip-flop is designed to have only one 
input (fig. 8-1). The same design may be applied to obtain a 
D master-slave flip-flop (fig. 8-2). The data input goes directly 
to gate seven and its complement is applied to gate eight. The 
truth table for this circuit is identical to a simple type D. Of 
course, the memory has the same basic properties as the R/S 
master-slave but avoids any indeterminate state. 
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Fig. 8-3. A type D flip-flop with Q output connected to the 
input. This will divide the clock pulse frequency by two. 


TOGGLE ACTION: 

If we connect the Q output of a type D master-slave flip- 
flop to the D input, it will act in a particularly useful manner. 
Since the input will always be the complement of Q, the flip- 
flop will change state whenever a clock pulse is applied. 


;=N f=N/2 f=N/4 


Fig. 8-4. Type D flip-flops configured as toggles and connected 
in series. Each toggle divides its clock input by two. 


This is called toggling (fig. 8-3) pulses per second. Then the 
Q output will exhibit a frequency of N/2. A flip-flop used in 
this manner is called a frequency divider. Its capability may 
be increased by cascading several units to obtain N/4, N/8, 
etc. [fig. 8-4). 


BREADBOARD PROJECT 8a: TYPE D FLIP-FLOP 


7 Truth Table 


ae Output at th +q 


1. Wire up the circuit on the breadboard using four NAND gates and one inverter. 
Before applying power, set S; and So to the logic 7 position. 


2. Apply power, observing correct polarity. 


3. With logic 1 applied to the clock input, gates 2 and 3 will let the D-input appear at 
the R/S flip-flop composed of gates 4 and 5. Since the D-input is at logic 1, A 
should be logic zero, and B should be logic 1. From our knowledge of the R/S flip- 
flop, L2 should be OFF and L; should be ON. 


4. Switch So to logic zero. Whenever the clock input is logic zero, the R/S flip-flop is 
isolated from the D-input. 


5. Switch S; to logic zero. Since the R/S flip-flop is isolated from the D-input, no 
change should occur. 


6. Switch So momentarily to logic 1 and then return it to logic zero. This pulse action 
permits the R/S flip-flop to be momentarily connected to the D-input. /n the truth 
table for this flip-flop, the condition of the D-input prior to the clock pulse should 
appear in the left-hand column. Enter the condition of the Q and Q outputs after the 
clock pulse in the right-hand columns. 


7. Switch S; to logic 1 and enter this new D-input in the truth table. 


8. Pulse the clock input by momentarily switching S2 to logic 1 and then returning it 
to logic zero. Complete the truth table for the Q and Q outputs after the clock pulse. 


9. The Type D flip-flop can only change states when the clock pulse is at gates 2 and 
3. Note, also, that there is no indeterminate state in the operation of this flip-flop. 


10. Switch S2 to logic 1 and leave it in this position. 
11. Switch S; back and forth several times. Notice that the flip-flop can change states 


several times during the clock pulse. This type of flip-flop is generally not used 
in circumstances where the D-input might change during the clock pulse. 


BREADBOARD PROJECT 8b: TYPE DMASTER-SLAVE 


Direct reset 


Direct set 


1. Wire up the circuit on the breadboard using four three-input NAND gates, four two- 
input NAND gates, and two inverters. Don’t forget resistor, R1. Before applying 
power, set switches S; and So to logic zero. Connect DIRECT SET and DIRECT 
RESET to +V. 


2. Apply power, observing correct polarity. 
3. Enter the input statement on row one of the truth table. 


4. Apply a clock pulse by momentarily switching S2 to logic 1 and then returning it 
to logic zero. Enter the Q and Q output conditions on ‘row one of the truth table. 
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5. Switch S; to the logic 1 position and enter the new input statement on row two. 


Truth Table 


ee Output at t,.4 


6. Apply a clock pulse as above and enter the Q and Q output conditions on row two. 
7. This completes the truth table for the type D Master-Slave. 


8. With the clock at logic zero, switch S; back and forth several times. Since gates 7 
and 8 are closed, no change should occur in either the master or the slave. 


9. Switch the clock, So, to logic 1 and then switch S; back and forth several times. 
This time gates 7 and 8 are OPEN but 3 and 4 are CLOSED. The outputs from the 
master should change, but the slave is isolated from them. 


10. Switch S2 to logic 1. Alternately disconnect the DIRECT SET and DIRECT RESET 
input from +V and connect to ground or zero. Observe lamp L1, L2 and L3, L4 as 
these inputs are alternately grounded. Notice that L; and L2 do NOT change. Also, 
these inputs are only operative when the clock is at logic 7. 
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By Frank Seninsky 


Haunted House: 


A fearless look 


Gottlieb’s Haunted House is the 
industry’s first “three-level pinball 
game.” The concept is excellent but 
as with all innovative ideas, initial 
problems will be encountered. There 
are many mechanical devices that 
can jam and this is the case here. 
Many operators agree that it is wise 
not to place Haunted House “too 
far” from the service center office. 

The three levels are referred to as 
the Attic (upper playfield), First 
Floor (main playfield), and the Cellar 
(lower playfield). All three playfields 
are painted with a good hard lacquer 
finish, as has always been done with 
Gottlieb playfields (the best in the 
industry). The various ramps leading 
from one playfield to the next have 
been “beefed-up” and are far supe- 
rior to those now used by Bally and 
Williams on their multi-level games. 

Gottlieb has placed a thin wire 


guide rail on top of the upper right 
decoration plastic. The ends of this 
rail are attached to the two posts that 
go through the decoration plastic 
and are held in place by two metal 
caps. (Yes I did write metal caps. 
These are much better than the 
cheap plastic caps that “strip” after 
being removed and replaced a 
couple of times.) The purpose of this 
rail is to keep the ball from jumping 
up and getting caught between the 
plastic and the glass top cover. | 
would like to see more of these rails 
on future pinball games. The rails 
surely help reduce some nuisance 
service calls of balls getting stuck. 
New, better designed wire switch 
forms are used in the saucer holes. 
These forms are better than the 1/8” 
diameter white blade spacers that 
are used by all pinball manufac- 
turers. Balls remain in the saucer and 


kicker holes because the small 
spacer is not properly adjusted, is 
loose, or the ball does not rest 
“squarely” on top of the spacer. With 
this new wire form, the ball makes 
contact with most of the square wire 
form and lessens the possibility of 
this problem. 

Barrel-type capacitors (4 micro- 
farads, 100 volts) have been placed 
across the terminals of the 5194 coils 
(kickers, pop bumpers, etc). 
Gottlieb continues to solder diodes 
across the terminals of the coils. 
These diodes continue to fall off due 
to vibration. Other manufacturers 
have “learned” (some have always 
put the diodes on correctly) that 
these diodes must be mounted to the 
coil base and not put on at the fac- 
tory. With the addition of these bulky 
capacitors to these same coil termi- 
nals, there can be no doubt in my 
mind that now the capacitors and 
diodes will fall off. 

Figure 1 shows the coil, diode, and 
capacitor arrangement for one of the 
+38 volt DC coils. In the figure a 


DIODE 
1N4004 
1AMP, 400PIV 
MINIMUM 
RATING 


“— Capacitor 
GROUND 


polarized capacitor is shown; these 
must be connected properly. The 
positive lead of the capacitor and 
the cathode side of the diode are 
soldered to the coil terminal with the 
positive voltage. The negative end of 
the capacitor and the anode side of 
the diode are attached to the 
grounded terminal of the coil. 

The capacitor from 2.2 UF to 10 
UF, 100 volts (or higher) may be sub- 
stituted. As a simple solution to keep 
the diodes and capacitors from 
falling off, I recommend applying a 
bathtub-type sealer compound to 
the coil base, diode, and capacitor 
attaching all three to the coil base. 
This will reduce the vibration felt by 
the coil terminal connections. 

The “Trap Door” can easily get 


FIGURE 1 


CATHODE 


+38V DC <= 


CATHODE 
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out of adjustment. Bracket C must 
be checked and lubricated regularly 
or it can stick. I recommend using 
“white lube” which used to come 
with every Gottlieb game but which 
now, due to inflation, is not supplied. 
In fact, one reason why I used to buy 
Gottlieb games was to get the tubes 
of white lube. Could this be the real 
reason why I’m not presently buying 
many Gottlieb pinballs? 

The vertical “Up Kicker” coil is a 
problem area. This is the coil respon- 
sible for kicking the ball from the 
Cellar to the First Floor. This is also 
the same coil and arrangement that 
was used on the old Gottlieb chime 
coils. These plungers became slug- 
gish and had to be cleaned regularly. 
This may happen to the Up Kicker 
coil assembly. A 21741 coil with a 
lower resistance has been used to 
provide more power. Whenever a 
high voltage (in this case +38 volts 
DC) is used, there is a possibility that 
switches in that circuit may arch and 
burn, causing them to remain in a 
closed position. It has been recom- 
mended (I first heard about this in 
Star Tech Journal) that the capaci- 
tor be removed from the Up Kicker 
coil terminals and placed in parallel 
with the K-switch contacts. This 
should reduce arching across the 
K-switch. If the K-switch pits, the 
voltage to the Up Kicker coil will be 
reduced, and the ball will not make it 
to the top of the tube. This will result 
in the coil heating up from over use. 

Gottlieb has also placed a 5 amp 
slo-blo fuse between the K-switch 
and the Up Kicker coil. This added 
protective fuse will eliminate the Up 
Kicker coil from “melting down” 
should the K-switch remain closed 
for any length of time. 

Two old Gottlieb metal hole liners 
(#A-11151) can be glued into the Up 
Kicker hole. This will decrease the 
diameter of the hole by 1/8 inch and 
the ball will be nicely centered. The 
plunger will hit the ball squarely in 
the center, sending it up to the First 
Floor. 

One area that has been improved 
and deserves mention is the pop 
bumper scoring blade switches. 
These switches now close by their 
own tension when the yoke pulls 
downward. On past Gottlieb games 
the scoring switches were closed 
when the pop bumper yoke “slam- 
med” into them at the end of the 
downward travel. The switch blades 
broke off easily, resulting in “no 
points” being awarded. In most 
cases players didn’t even notice that 
no points were given because the 
pop bumpers would remain oper- 
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ating. On some games the player 
would not receive 1000 points each 
time that pop bumper was activated! 

The circuit boards have been 
better mounted inside the lightbox. 
A non-conducting wood-type mate- 
rial is now used as a backing material 
between the boards and the lightbox 
frame. On past games (problems 
were common in this area on Bally 
games when the solenoid driver 
board hit up against the metal back 
of the lightbox) a board would 
“cook” if components shorted to a 


happen on Haunted House. 

The F9 primary fuse is located 
inside the coin door area next to the 
top of the on/off switch. This is a 
good location and it’s easy to quickly 
check this fuse if there is a symptom 
of no power. Coils and groups of 
coils are now fused independently. 
There are six fuses which serve to 
protect these coils. Each pop bum- 
per is fused separately, which is a 
good idea. 

As an overall rating, Haunted 


metal backing material. This will not 


House receives a 7 which is “just 
passing.” @ 
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' Just when you thought the battle was over, we introduce Invaders Revenge } 
and the challenge continues. Invaders Revenge is a Super new game developed —y 
in England. After months of highly successful collections, Americade Amuse- °% 
ment, Inc. purchased the exclusive manufacturing rights in the United States. 


The game centers around different groups of Invaders trying to destroy your ship. ” 
Their patterns get increasingly more difficult to destroy, especially when they 
start shrinking and swelling. 
, Be on guard for Invaders sneaking down and stealing your fuel cells. ‘ 
Ap If they’re not destroyed before reaching the top of the screen they fuel the 
: mother ship which will start moving back and forth, firing fast missiles at you. 


If it’s necessary te go around another object, hold your fire button and your ship 
thrusts upward. If you are successful you’ll have the chance to maneuver your 
ship into position to dock with your base for bonus points and fuel before you 
resume battle. But watch out, this time as you shoot the invaders, they will 


randomly fall toward your ship. - |e 
* Add new life to Space Invaders (Regular or Deluxe) 
: * Simple installation a Ee 
a * Exciting new sounds 


* Kit comes with new game board, program chips, new main plexi and control 
: panel, plus easy instructions 


ORDER FROM: 
Americade Amusement, Inc. 
2009 Old Cuthbert Road 
Cherry Hill, NJ 08034 
609-428-3869 
(IMMEDIATE SHIPMENT AVAILABLE) 
$550 
IN STOCK NOW 
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Technical review geared for 
the operator who does not repair 
his own logic boards on location. 


coin of vantage 


by Paul Thiele 


Williams’ new video features 


Williams Electronics has seemed 
to answer a crateload of requests 
from video game repairmen with its 
up-to-date construction of Make 
Trax, a Pac-Man derivative with 
enough new features to prevent it 
from being dismissed summarily as 
just that. 

As | was examining the first Make 
Trax I had ever seen—a prototype— 
I was repeatedly pleased with its new 
design features. 

Every part of the game is easily 
accessible to the service man. The 
back door is divided into two sec- 
tions. The top section unlocks to 
give access to the monitor only. The 
lower door is clasped inside (similar 


to the front control panel) and 
swings out via a side hinge, giving 
access to the power supply. A utility 
outlet is provided on the cabinet 
bottom. 

The swing-out door might be a 
godsend for some operators. Con- 
sidering that in order to get into the 
back of a video game you’ve got to 
move it away from the wall, I believe 
a swinging door has some advantage 
over a removable one. 

My gratitude for this design 
change is based in history. Last year 
about this time, I was servicing the 
back of a Space Wars in a dark 
corner of a bowling alley. Finishing 
my work, I mounted the door—one 


of the heaviest in video-game history 
—to the cabinet and was ready to 
lock it when the (expletives unprint- 
able) door fell on my big toe. 

What happened was, the door was 
missing the overlapping wood strip 
that braces against the lower cabi- 
net, and the door just slipped and fell. 
My toenail is starting to look normal 
again, if anybody is interested. Hats 
off to Williams! 

Another interesting design change 
on the prototype was the placement 
of the logic board in slots underneath 
the monitor mounting shelf. This 
enabled the operator to remove the 
board and its connector plug from 
the front of the game by opening the 


We're Making Life a Little Easier 


for Amusement 
Operators... 


Scan Coin’s 
3001 Electronic 
High-speed, 
High-volume 
Coin /Token 


Counting Machine 


Scan Coin makes a complete line 
of reliable, quiet and compact coin 
handling equipment, perfect for a wide range 


of amusement operations. 


(703) 471-6510 © 1-800-336-3311 


World’s First Choice in Coin Handling Systems 
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Scan Coin, Inc., 201 Elden Street, Herndon, Va. 22070 
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@ Three Dimensional Play 
Field & Backglass. 


@ New Special Effects Lighting. 


@ Revolving Discs replace 
Bumpers. 


@ SPECIAL — Lighting 
O-R-B-Il-T-O-R lights special at 
right three bank. To collect, hit 
center target. 


@ SPECIAL —Lights at 7x. To 
collect, hit “R’ target above 
special light. 


M EXTRA BALL—Lights at 5x. To 
collect, hit “T” target above extra 
ball light. To collect special and 
extra ball, ball must go through 
spinner first, then hit target 

above lights. 


@ SPINNER— Scores 1,000 points. 
Advance to 3,000, 6,000, 9,000 
points by upper left target on 
playfield. 


@ BONUS MULTIPLIER — 
Advances by dropping all targets on 
left or right target banks, or by hitting 
O-B-T-R or R-|-O targets at the 

top of the playfield. Maximum 15x. 


@ MOTOR SPINNER—‘Scores 
1,000 points when hit. 


| @ TIME ON ONE BALL (optional!) 

y — Displayed on match/ 

credit, shows time on one ball 
and high time to date. Beating 
high time awards credit. 


@ MINIMUM GAME TIME— 
Awards free balls if last ball 
drains before minimum time, 
until time is used up. 
Operator sets time (90-180 
seconds of play). 


@ 100th GAME SPECIAL 
— Awards free game for 
every 100th game. 


@M MULTIPLE BALL 
—Lighting O-R-B-I-T-O-R 
releases Captive ball. 


@ TILT —Disquailifies 
ball in play only. 


ORBITOR I-A Stern Revolution! 


See all the new Stern games at these distributors. 


Birmingham Vending 
540 Second Avenue North 
Birmingham, AL 35204 
205/324/7526 


Franco Distributing 
1469 Jean Street 
Montgomery, AL 36107 
205/834/3455 


Circle International, Inc. 

3126 W. Thomas Rd., Suite 102A 
Phoenix, AZ 85017 
602/269/6736 


Mountain Coin Distributing 
3850 West Van Buren 
Phoenix, AZ 85009 
602/269/7596 


Godwin Distributing 

2024 West 38th Street 
North Little Rock, AR 72118 
501/753/1138 


C. A. Robinson Company 
2891 West Pico Blvd. 
Los Angeles, CA 90006 
213/735/3001 


Advance Automatic Sales 
1350 Howard Street 

San Francisco, CA 94103 
415/864/0400 


Betson Pacific 

960 Howard Street 

San Francisco, CA 94103 
415/543 /4495 


Mountain Coin 

300 West 53rd Place, Unit B 
Denver, CO 80216 
303/620/9350 


Rowe International, Inc. 
2830 West Ninth Avenue 
Denver, CO 80204 
303/534/6308 


Belam Florida Corp. 
1541 N.W. 165th Street 
Miami, FL 33169 
305/621/1415 


Monroe Distributing, Inc. 
Palmetto Lakes Industrial Park 
5301 N.W. 16lst Street 
Hialeah Lakes, FL 33014 
305/625 /6666 


Monroe Distributing, Inc. 
i Industrial Park 
10705-12 Rocket Blvd. 
Orlando, FL 32809 
305/857/1181 


Rowe International, Inc. 
5065 Ist Augustine Road 
Jacksonville, FL 32207 
904/733/6250 


Southern Music Company 
503 West Central Blvd. 
Orlando, FL 32801 
305/843 /4302 


Southern Music Company 
2465 Harper Street 
Jacksonville, FL 32207 
904/356 /1337 


Greater Southern Distributing 
2164 Marietta Blvd. N.W. 
Atlanta, GA 30318 
404/352/3040 


Peach State Distributing 
1040 Boulevard S.E. 
Atlanta, GA 30318 
404/622/4401 


Empire Distributing 
2828 North Paulina 
Chicago, IL 60657 
312/871/7600 


World Wide Distributing 
2730 West Fullerton Avenue 
Chicago, IL 60647 
312/384/2300 


Empire Distributing 

1343 Sadlier Circle, S. Drive 
Indianapolis, IN 46239 
317/352/0466 


J & J Distributors, Inc. 
964 E. Washington Street 
Indianapolis, IN 46229 
317/899/2530 


Philip Moss & Company 
1726 Guthrie Avenue 
Des Moines, 1A 50316 
515/266/5222 


Kentucky Coin Machines 
6005 Fern Valley Road 
Louisville, KY 40226 
502/966 /5266 


A.M.A. Distributors 

1711 Saint Charles Avenue 
New Orleans, LA 70103 
504/529/2315 


S & H Novelty 

1550 Bolinger Street 
Shreveport, LA 71103 
318/222/1642 


General Vending Sales 
245 West Biddle Street 
Baltimore, MD 21201 
301/837/4119 


State Sales & Service Corp. 
1825 Guilford Avenue 
Baltimore, MD 21202 
301/837/7177 


Bally Northeast Distributing 
1400P Providence Hiway 
P.0. Box 604 

Norwood, MA 02062 
617/762/9300 


Empire Distributing 
11998 Merriman Road 
Livonia, MI 48150 
313/525/8700 


Empire Distributing 
3423 Lousma Drive S.E. 
Wyoming, MI 49508 
616/243/3644 


World Wide Distributing 
36339 Groesbeck Hwy. 
Mt. Clemens, MI 48043 
313/791/7870 


Lieberman Music Company 
9549 Penn Avenue South 
Minneapolis, MN 55431 


612/887/5300 or 800/328/2844 


L & R Distributing 
1901 Delmar Blvd. 
St. Louis, MO 63103 
314/421/3622 


Philip Moss & Company 
1601 Forest Street 
Kansas City, MO 61408 
816/421/4570 


Philip Moss & Company 
4404 South 76th Street 
Omaha, NE 68127 
402/531/2333 


Betson Enterprises 

6 Empire Boulevard 
Moonachie, NJ 07074 
201/440/2200 


Mountain Coin 

2910C 4th Street N.W. 
Albuquerque, NM 87107 
505/345/7706 


Brady Distributing Company 
4308 Wilmont Road 
Charlotte, NC 28266 
704/525/8130 


Cleveland Coin International 
17000 South Waterloo Road 
Cleveland, OH 44110 
216/692/0960 


Cleveland Coin International 
7029 Huntley Road 
Columbus, OH 43229 
614/846 /8590 


Monroe Distributing 
2999 Payne Avenue 
Cleveland, OH 44115 
216/781/4600 


Monroe Distributing 
4820 Industry Drive 
Fairfield, OH 45014 
513/896 /6699 


Culp Distributing 

614 West Sheridan Avenue 
Oklahoma City, OK 73102 
405/232/9591 


Dunis Distributing Company 
1140 Southeast 7th Avenue 
Portland, OR 97214 
903/234/5491 


McKee Distributing Company 
2721 N.E. Columbia Boulevard 
Portland, OR 97211 
503/281/9797 


Active Amusement Machines 
666 North Broad Street 
Philadelphia, PA 19130 
215/684/1600 


Atlas Music & Novelty Co. 
2231 Fifth Avenue 
Pittsburgh, PA 15219 
412/471/1704 


Rowe International, Inc. 
2122 Platt Springs Road 
West Columbia, SC 29169 
803/796/0925 


Game Sales Company 
444 Monroe Avenue 
Memphis, TN 38103 
901/525/8351 


Dennis Rhodes Enterprises 
669 Madison Avenue 
Memphis, TN 38103 
901/529/1075 


Sammons-Pennington-Nashville 
214 Sixth Avenue South 
Nashville, TN 37203 
615/244/3020 


Allcoin Equipment Company 
1811 South Alamo Street 
San Antonio, TX 78204 
512/222/2306 


Commercial Music Company 
1550 Edison Street 

Dallas, TX 75207 
214/741/3020 


H.A. Franz Company 
606 Dennis Street 
Houston, TX 77006 
713/523/7366 


Lovell Company 

1609 University Avenue 
Lubbock, TX 79401 
806/762/0666 


Southwest Vending Sales 
P.0. Box 18227 

4520 Tejasco 

San Antonio, TX 78218 
512/824/9223 


Southwest Vending Sales 
2455 as Boulevard 
Dallas, TX /5207 
214/638 /8411 


State Music Company 
3100 Main Street 
Dallas, TX 75226 
214/744 /3477 


Mountain Distributors 
3753 South State Street 
Salt Lake City, UT 84115 
801/262/5493 


Struve Distributing 

276 West 1st South 
Salt Lake City, UT 84101 
801/328/1636 


General Vending Sales 
8588 Sanford Drive 
Richmond, VA 23228 
804/262/4263 


Music Vend Distributing 
1550 Fourth Avenue South 
Seattle, WA 98124 
206/682/5700 


Empire Distributing 
1241 Bellevue 

Green Bay, WI 54302 
414/468/5200 


Pioneer Sales 

N55 W13875 Oak Lane 
Menomonee Falls, WI 53051 
414/781/1420 


Dons Vending Ltd. 

7121 104 Street 
Edmonton, Alberta, Canada 
403 /434/2433 


Laniel Automatic 

151 Chemin Rockland Road 
Montreal, Quebec, Canada H3P 2W3 
514/731/8571 


New Way Sales 

2050 Kipling Avenue 
Rexdale, Ontario, Canada 
416/746/2255 


J. £. Weatherhead Distr. Ltd. 
4318 Dawson Street 

Burnaby, B.C., Canada V5C 4B6 
604/294/8271 


A.N.A. S.A. 

5186 Alta Cracia 
Casilla de Correo 150 
Cordoba, Argentina 
21-914 


Ricardo Cassano 

Tarija 3850 

Buenos Aires, Argentina 
922-7110 


Florencia S.A. 

Sarmiento 3226 

Mar del Plata, Argentina 
023-49109 Telex: 39892 


General Vending Company 
34 Palmerston Street 

Perth, West Australia 6000 
09-328-3611 Telex: 92702 


Ets. C. Van Brabant 
Belgielei 134 

B-2000 Antwerp, Belgium 
031-393970 Telex: 33225 


Seeban N.V. 
Vredebaan 63/65 
2510 Mortsel 
Antwerp, Belgium 
011-32-31-495865 
Telex: 846-33441 


Island Vending Co. Ltd. 
P.O. Box 1819 
Hamilton, 5 Bermuda 
809/29 2-4765 


Juan Pedron Marrero 
Suarez Naranjo 45 
Las Palmas, Grand Canary 


Entretenimientos Electronicos Ltda. 


Virgilio No. 1943, Nunoa 
Santiago, Chile 
237-589 or 232-015 


Geyger Maileth e Hijos Ltda. 
Avda. Bulnes 183 

Casilla 4002 

Santiago, Chile 

60167 or 711704 Telex: 0232 


London Coin Machines 
22/24 Bromells Road 
London SW4 0BQ England 
01-720-1201 Telex: 306616 


Raha Automaattihdistys 
Turuntie 42 

SF 02600 Espo 60 Finland 
358-0-5113 Telex: 123418 


Audex S.A. 

47 Rue Sadi Carnot 

9330 Aubervilliers, France 
1-833-1075 Telex: 842211171 


Bally France S.A. 


Avenue du Capitaine Glarner 52/54 


93400 Saint-Quen, France 


258-3121 or 252-1417 Telex: 660767 


Stella Electronic Apparate GmBh 


Schulenburger Landstrasse hs 152 


3000 Hanover, West Germa 


011-49-511-639061 Telex: “9230350 


Juegos & Diversiones 

Apartado Postal 178 
seetclaee D.C., Honduras CA. 
32-65/4 


Ugo Posticci 

Via Corradino Chigi, 7 
Siena, Italy 
011-39-577-40349 Telex: 572550 


Sega Enterprises 

P.0. Box 6 

Tokyo Airport Post Office 
Tokyo 149, Japan 
742-3171 Telex: 22357 


Taito Corporation 

Taito Building 

2-5-3- Hirakawacho Chiyoda-Ku 
Tokyo 120, Japan 

591-6868 /6111/7371 

Telex: 781-22931 


Isthmian Vending Corporation 
Apdo 6-200 Estafeta E! Dorado 
Republic of Panama 
§2-3400/3954/3189 

Telex: 3483050 


Land of 0z of Puerto Rico 
Ave. de Diego 813 

Caparra Terrace, PR 00921 
809/768/3060 


P. R. Billiard Industries Corp. 
Ave. Fernandez Juncos 304 
Puerta de Tierra 

San Juan, PR 00906 


Bally Scandinavia A.G. 
Industrivagen 5 

171 48 Solna, Sweden 
08-730-02-65 Telex: 07695 


Tivolino Ltd. 

Lagerstrasse 107 

CH-80212 Zurich, Switzerland 
01-241-6656 Telex: 845-53588 


Novomat A.G. 
Grabenakerstrasse 11 
4142 Munchenstein 1 
B/Basel, Switzerland 
061-467560 Telex: 63257 


Stern Electronics, Inc./1725 Diversey Parkway 
Chicago, Illinois 60614 (312) 935-4600 
Telex: 25-4657/Toll-Free Service No. (800) 621-6424 


© 1982 Stern Electronics, Inc., 
all rights reserved. 


control panel. It also elevated the 
brain of the game to a part of the 
cabinet much safer than the cabinet 
sides (or, heaven forbid, the inside of 
the back door) in the event of a 
break-in or mishandling. 


This feature, however, was elimi- 
nated when the company changed 
the monitor placement in production 
to a tilted position instead of straight 
up and down as on the prototype. 
Now the logic board is located on the 
cabinet side. 

To prevent joystick abuse, the joy- 
stick stem sits in a 3/4-inch well 
drilled into the control panel, leaving 
little of the stem exposed. Under- 
neath the panel, the joystick actu- 
ates microswitches and returns to 
normal position by four light, flexible 
springs (as opposed to the single 
tight spring used on the original 
Stern Berzerk stick). 


On the control panel, Williams has 
departed from the flimsy plastic 
covering used on Defender and has 
rolled with the flow of the polycar- 
bonate overlay, anda splashily color- 
ful one it is. 


The cabinet is fully silkscreened, 
using no peel-and-stick graphics, and 
is mainly black in color, which seems 
to be the best for hiding tell-tale signs 
of player pique. On the back is a pro- 
truding handle—which I think pro- 


vides the best grip, as back handles 
go. 


Minuses 

One puzzling feature is the 
external on/off switch, which is 
located on the right-hand side of the 
back of the cabinet. If the game is 
placed in the middle of other games 
against the wall, it will be impractical 
for the location to make use of the 
switch, because someone will have 
to move all the games around to be 
able to reach the switch. This feature 
is similar to Atari’s placement of the 
on/off switch, except you don’t have 
to go down on your knees to flip the 
switch on Make Trax. 

The front doors are made by Coin 
Acceptors Inc., not Williams. Make 
Trax uses the new Coinco “over- 
under” configuration which sepa- 
rates the coin box from the front 
door. Technically, the best thing this 
does is keep the quarters away from 
the power supply on the cabinet 
bottom. How it affects the pennies 
flipped through the notorious 
“tamper-proof” coin-return cups is in 
question. 

One breakthrough introduced by 
the coin-door firm is a plastic lever on 
the coin switch cover that, when 
pressed, actuates the switch so the 
operator doesn’t risk bending the 
delicate metal wireform while putting 


up credits. I am overcome. 

Make Trax could be considered a 
Pac-Man derivative because it is a 
maze game in which a major object is 
to avoid being captured by attackers. 
But it has its own personality in that 
there are so many more things to do 
than in Pac-Man, and the animation 
IS more imaginative. 

Instead of eating dots as in Pac- 
Man, you paint a path and try to 
keep it painted solidly as different 
annoyances sporadically walk over 
the path and leave their footprints, or 
“trax.” The result is a much more 
colorful game picture with more 
intriguing nuisances than in Pac- 
Man, and largely different strategies. 

Nonetheless, it is a “cute” game. 
The question to be asked is: With 
Donkey Kong and Frogger as com- 
petition, how much “cute” can an 
operator afford? 

Were workmanship the sole 
criterion, I’d prefer Make Trax. e@ 


Coin of vantage: “a position advan- 
tageous for action or observation.” 
Columnist Paul Thiele has been in 
the amusement game business for 
more than four years, formerly 
working as a journalist and editor. 
He provides service for other opera- 
tors in Southern California. We will 
keep readers informed on the condi- 
tion of his toe. —ed. 


S<PALACE: 


e NOCASHVALUE ° 
e e 


PLAY METER, May 15, 1982 


(STOCK AND CUSTOM) 


FOR ALL MAKES OF GAMES, 


TURNSTILES & VENDING MACHINES 


PRIZE REDEMPTION & TRADE CHECKS 


CASINO SLOT & GAMING COINS 


Phone or write for catalog & samples 


VAN BROOK OF LEXINGTON, INC. 
P.O. BOX 5044, LEXINGTON, KY. 40555 


606/231-7100 


QP, 


SLOTS-OF-FUN 


OS 
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The Joystick 
(maker or breaker) 


“How long will it last? How many 
times will I have to replace that 
#$*$#@! joystick in the next few 
weeks or months?” 

The potential repair bill is probably 
your first thought when you’re evalu- 
ating a new game for possible pur- 
chase. Fine. I’m not about to suggest 
you change your ways. You, as an 
operator, know far better than] how 
much time and money frequent 
repairs can cost. But there are two 
additional factors you might con- 
sider while looking at that new game 
...looking at it, for a moment, from 
the players’ point of view. 

The first is responsiveness. How 
well does the joystick respond to the 
players’ commands? Does he feel in 
control of his destination? 

Secondly, does the joystick make 
sense for this particular game? 
Would a different set of controls 
make the game more enjoyable? Is 
the joystick performing more than 
one function? 

As an example let me point the 
critical finger at Venture by Exidy. 
With its dungeons and dragons 
flavor, the game, when] first saw it in 
October 1981, seemed to provide an 
interesting break away from the all 
too imitated Space Invaders mold. 
But I never liked the joystick, an 
eight-direction affair that not only 
moved the player’s man but also 
aimed the man’s bow andarrow. The 
joystick didn’t respond the way | 
wished. But at the AMOA show in 
early November and at several 
arcades | observed many players 
who were apparently enjoying the 
game despite the idiosyncracies of 
the joystick. So I concluded that | 
should set my bias aside and give the 
game a better review than I had 
planned. 

Well, went overboard. I predicted 
Venture would be among the top ten 
games for 1982. That was a big mis- 
take (as the past several equipment 
polls have shown). And this marks 
the second time that I’ve retracted 
that post-AMOA prediction. 

The point is not that I goofed but 
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why. And what have | learned that 
might be useful to your game evalua- 
tion efforts? With joysticks there are 
warning signs, several small red flags 
of suspicion that can take away bits 
of the game’s potential enjoyment. 
Improvements in the design of both 
the controls and the game programs 
could mollify my criticism in the 
future, but in the meantime I tend to 
subtract evaluation points when! see 
joysticks: 
1. in non-maze games; 
2. performing more than one 
function; 
3. responding sluggishly, in 
speed or direction; 
4. moving the object in more 
than four directions; 
5. moving a spaceship in more 
than two directions. 
There are exceptions, of course, 
games which are so darn good that 
they overcome the effect of one of 
the above negative factors, but if you 
find two, I'd suggest you give that 
new entry into the market the super- 
critical eye before buying. 


Bosconian, by Midway, falls into 
that category just mentioned. I’m not 
predicting it will be one of this year’s 
big flops. In fact it may enjoy an 
initial just-because-it’s-new flash. But 
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I don’t believe it will hold up in the 
long distance. 

PLAYFIELD: With the aid of along 
range scanner (or radar screen) the 
player steers his spaceship toward 
the enemy bases, each of which must 
be destroyed in order for him to 
advance to the next round. Enemy 
spaceships (called missiles), cosmo- 
mines, and asteroids must be 
avoided or destroyed as the player 
moves his ship within range. Once 
there, cannon fire emerging from the 
enemy base proves to be another 
obstacle. The player has a choice at 
this point. Either circle the base, 
dodging and firing, dodging and firing 
until each of the cannons are 
destroyed, or go for the jugular, the 
down the vulnerable throat shot that 
also obliterates the base. 

Complete destruction of the 
enemy bases on one long range 
scanner projection advances the 
player to the next round. 
ANALYSIS: Bosconian is jam- 
packed with positive features but 
there’s one big negative that gives 
me pause, the 8-way, double func- 
tion joystock. 

It responds quickly, but not always 
accurately to the player’s commands. 
Both thrust and aim are controlled 
by the joystick. The thrust is slow, 
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Bosconian’s stick responds quickly, but not always as the player commands it. 
The thrust of the ship is slow...so the stick gets hard play. 


that is the ship itself moves slowly; 
while the aim response is quick, it 
turns rapidly...but often it’s not quite 
in the direction the player wanted. 
Couple that with the fact that the fire 
button can be held down for contin- 
uous fire and you've a game where 
the only variable function for the 
player is the jiggling of the joystick. 
And that jiggling isn’t always gentle. 

Turning to the positive: attractive 
and sensible colors, sounds, and 
shapes abound in Bosconian. With 
five different types of enemy fighters, 
with the large hexagonal enemy 
base, and with cosmo-mines and 
asteroids to avoid, the game pos- 
sesses all sorts of visual peril, the 
challenge that good players have 
come to expect. The shooting and 
explosion sounds are good. The 
voice warnings, although they could 
be a little clearer, do enhance the 
play. 

The long range scanner leaves 
little to be desired. Both its large size 
and the distinctively different images 
give the player necessary informa- 


tion with only a glance. He can 
quickly tell where he is in relation to 
the next enemy base and from which 
direction the latest squadron of 
enemy fighters is coming. A condi- 
tion bar at the top of the long range 
scanner lets him know how difficult 
the battle will be and, when appro- 
priate, it also shows him the shape of 
the formation of the incoming 
fighters. 

Bosconian, in summation, has the 
look and the sound of a great outer 
Space adventure, but it lacks the 
“feel.” With the only variable func- 
tion for the player being the jiggling of 
the joystick, he might as well be 
tackling another maze game. 

What’s truly amazing to me is the 
fact that Midway has on hand the 
controls that could make Bosconian 
a truly fantastic adventure...namely 
the Guidance Control Knob, Thrust 
Button, and Fire Button of Omega 
Race. With those controls the entire 
game could be speeded up dras- 
tically. As it’s now equipped, 
Bosconian moves like a snail. 


Weighing the pluses and the 
minuses, my three-pronged rating 
system predicts that Bosconian will 
attract a following initially, about half 
will come back for more, anda few of 
those will endure long enough to 
master its intricacies. 

ITA -3 (Immediate Turn Away) 
CB +5 (Come Back) 
MO -3 (Max Out) 


Among the maze game market 
entries this year, Amidar by Stern 
falls somewhere in between the sure- 
fire hits like Make Trax and Ms. Pac- 
Man and the almost guaranteed 
flops like Turtles and Warp Warp. 
PLAYFIELD: With a joystick the 
player moves his monkey, or 
“Amidar,” along the straight vertical 
and staggered horizontal lines of the 
maze, avoiding the enemy Amidars 
and picking up coconuts to capture 
territory. A push of the jump button 
makes the enemy Amidars jump and 
allows the player’s Amidar to scoot 
through them. Capturing the four 
corner squares makes the enemy 
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length of the course. 


Also available to home study students is a free Hot Line to the instructor. 


Our course covers the following: 


. Using a Logic Probe 

. Soldering techniques on double sided boards 
. Microprocessor and memory theory 

. Electronic Pinball troubleshooting and repair 
. Monitor Theory & Repair (B&W, X-Y, Color) 10. Video Game troubleshooting and repair 

11. Reading & Understanding Schematics 


For more information, call collect 
(in NY State) 212/377-0369 
(out of State) call Toll Free: 1-800-221-0834 ¢ or write 


Our classroom schedule for evening Classes (5 weeks): 
Monday, Wednesday, Thursday — 7 p.m.—11 p.m. e call for next starting date 


Electronic Anstitute of Brooklyn 


4801 Avenue N (corner E. 48th St.), 
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Course Description: 
. Basic Electronic Theory 
. TTL Logic 


. Using a digital meter 
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. Power Supply (Theory & Repair) 


Home Study Electronics Course Now Available 


Electronic Institute of Brooklyn announces its complete classroom course for the Video Game Repair 
Industry is now available on video tape for home study. This includes all material necessary for 
hands-on troubleshooting work. If you're worried about not having a V.T.R., we'll rent you one for the 
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), Brooklyn, NY 11234 
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Amidar deserves good points for the response of its controls. But otherwise it 
gives the player very little in the way of new excitement... 


Amidars vulnerable, temporarily, 
and gives an opportunity for bonus 
points. As in Pac-Man, they flash for 
a couple of seconds before they 
become inedible again. 

Capturing all the coconuts (dots) 
moves the player to the second 
phase. In it, a pig is scooting rapidly 
across the top of the screen. Hit the 
jump button and he descends 
jaggedly to the bottom. If the player 
guesses the correct starting point, 
the player collects 5,000 bonus 
points. If not, the player moves to 
phase three with zip added to his 
score. 

Phase three presents a maze that 
looks similar to the maze in phase 
one but the play is somewhat differ- 
ent. Cats are descending toward the 
player’s paint roller. To capture 
territory the player must paint the 
lowest center square and continue 
painting squares that touch the one 
just painted. This varies from the first 
maze where the player’s Amidar can 
wander over the entire screen 
without necessarily surrounding an 


CATERING 


entire square before moving onward. 
As in the first maze, the jump button 
makes the cats jump and capturing 
the four corners makes them tempo- 
rarily vulnerable to capture for 
bonus points. Completion of phase 
three moves the player back to 
phase one with the coconuts and the 
Amidars. 

ANALYSIS: The joystick responds 
well. The jump button seems a little 
hesitant. Amidar garnishes good 
marks for the response of its con- 
trols. It needs good marks for some- 
thing because otherwise it gives the 
player very little in the way of new 
excitement. 

The colors appear lifeless, the 
sounds create no anticipation and 
the immediate visceral reaction is 
one of so what? It’s just another 
maze game, a copy cat, obviously so 
of others, with acouple of interesting 
twists or variations but it lacks spark. 

Forcing myself to play for acouple 
of hours I did find a challenge while 
trying to master the different char- 
acters of each phase, or at least of 


Electronic Parts, Test Equipment, Coin 


Machine Parts, Billiard Supplies and 


Accessories. 


Penn-Ray-We serve you with Quality, 
Reliability and Dependability. 


-Look for our new 1982 Electronics Catalog coming soon! 


“a penn-ray international corporation 


1705 Winchester Road @ P.O. Box 390 
Beer PA 19020 


TOLL FREE IN PA 


1-800-523-8934 


At Penn-Ray where fine quality 


at a low price Is traditional, 
this buy Is 


ALMOST UNBELIEVABLE! 
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1-215-638-4720 
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the first and third phase. Phase two is 
merely memorization and timing. 
But had I not been playing the game 
for the purpose of this review, had | 
been spending my own money to 
explore this game, my investigation 
would have ended with the second or 
third quarter. And I may not have 
spent the first quarter if there were 
other choices available. 

Amidar plays well, once you get 
into it, but it looks so dull and lifeless 
the player isn’t likely to stay with it 
long enough to discover the chal- 
lenge. A brighter screen, sharper 
images, and more vivid, lively sounds 
could turn my opinion completely 
around, but until then: 

ITA -8 (Immediate Turn Away) 
CB +3 (Come Back) 
MO -4 (Max Out) 

While there may be some joy in 
this joystick, it appears that mighty 
Stern has again struck out! ® 


Bucki, an independent writer and 
public-relations specialist, is based 
in Atlanta. —ed. 
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Critic’s Corner 


By Roger C. Sharpe 


Bally’s Vector on view 


The game scene marches on 


Over the years there has been a 
great amount of water that has 
passed under the bridge. I can still 
remember the surprise of most when 
I first entered on the scene and there 
were those who thought I would 
never succeed in my task of 
chronicling the industry in book 
form. Well, things came to pass and 
the book did become a reality. Then 
the surprise continued when stayed 
involved with the industry, after 
many thought I would just fade away 
into the shadows, but my love of the 
games and the uniqueness of the 
relationships that resulted meant 
that I would never leave: it was all too 
much a part of me to just let die 
away. 

The years have been kind and I’d 
like to think that I’ve been able to 
provide a service of sorts, whether it 
be the review of games or the many 
editorials and features I have written 
over time through which! have tried 
to bring a new sensitivity of the 
business to you the readers. If I’ve 
accomplished that end in even a 
small way, then all has not been lost. 
But an old era is slowly winding down 
only to be replaced by a new one, at 
least in the terms of this column. The 
new thrust which you will be seeing 
in upcoming issues will allow for all 
manner of games to find their way 
into this space whether they be 
pinball, video, whatever. It is an 
attempt to reflect new demands and 
desires as well as trends in the 
industry that might not have been 
best served given the old format. 

And, as is the case with anything 
that’s new, there will be some 
changes and modifications over time 
until the mix is right as well as the 
approach to give you all the informa- 
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tion possible. But the inevitability of 
this evolution doesn’t mean an 
abandonment of the old values and 
principles I have long tried to stand 
for. 

In fact, I have treasured and 
valued what I’ve always recognized 
as being a singular position in the 
industry. The doors of the manufac- 
turers have always been open, for 
which I have been grateful to say the 
least. Over the years I’ve had the 
opportunity to see games even 
before they were games. | can 
remember a visit to Stern Elec- 
tronics when the change-over from 
Chicago Coin was still being felt 
and getting a tour with Sam Stern 
only to find ourselves in the engineer- 
ing room. There was Mike Kubin 
putting some finishing touches to a 
white wood of what was to become 
Stingray. The three of us stood over 
the machine, played a few balls and 
then began to discuss our feelings 
about the board and the layout of 
features. I remember commenting 
on the lack of aspinner at the left side 
where there was a lane up to the top 
and some. suggestions for modifying 
the right side. We broke for lunch 
and then returned to the room only 
to see the changes already made on 
the game. The satisfaction I felt was 
obvious, but even more was a sense 
of having been able to have some 
impact and effect, as well as knowing 
that my input was appreciated and 
received in the way it was given: as 
something with no strings attached, 
something! did gladly and willingly. It 
was also something I looked forward 
to whenever I was in Chicago and 
made the rounds. 

At Bally the experience was no 
less special when I visited the old 


Bally’s VECTOR 
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‘My hope now is that the industry relationships I’ve formed can continue and 
expand, with video to become a part of this column.’ 


Belmont plant only to find myself, at 
some point during the day, taken by 
Norm Clark into the engineering 
room to play white woods and see 
ideas for upcoming machines. There 
would be hours spent with Norm, 
Jim, Greg, Gary, and all the rest, just 
going from one game to the next dis- 
cussing ideas and, of course, playing. 
I remember seeing, at that time, what 
was known as Red Baron with its in- 
line drop targets and mentioning the 
possibility of a kick-out: hole behind 
them, or something other than just a 
deadend alley, thinking that the 
targets were great, a new innovation 
I really believed in for its potential 
and then not using it when I was 
laying out my own Sharpshooter 
because I knew it was priviledged 
information and Greq’s concept, not 
mine. So! held off and waited for it to 
come. It finally did and the machine 
that was once Red Baron became, 
instead, Harlem Globetrotters. 

Or the time when I first saw Eight 
Ball and went back to Tom, Billy, and 
others with my comments and 


impressions, only to talk about a 
two-player electro-mechanical also 
in the game room that I really liked. 
Well, SST wasn’t going to be pro- 
duced and I offered to buy it for my 
home if they were going to scratch it, 
only because | really did like it. Not 
long after that same EM became the 
solid-state Supersonic and I’d like to 
think that maybe I had some impact 
on that. There were other instances 
as well, with the day leading into 
night as I often found myself alone, 
long after closing, playing the games 
in the game room at the factory until 
even I felt guilty about abusing my 
good fortune. 

At Gottlieb, the opportunities for 
this luxury were admittedly less, 
although I do remember playing with 
Alvin in the game room machines 
that had not yet hit the streets. Last 
year it changed a bit and! did gain 
entry into the inner sanctum for a 
look at games that have recently 
appeared as well as some that have 
yet to see the light. A give and take of 
ideas and the chance to have some 


input into the decision-makers: It’s 
been good. 

Even my relationship with Game 
Plan never really changed things that 
much when! was given the chance to 
try my own hand at a machine and 
experienced just how complex the 
entire process really is. But it was an 
opportunity offered and! jumped ata 
chance to see if what I believed could 
be translated onto a board. The 
results only proved that I wasn’t too 
far off and I’m forever indebted for 
the chance to have gotten another 
level of exposure to the whole nature 
of the business. 

Williams was also unique going 
back to the days when Sam and 
Gary were still involved, along with 
Harry, Bill DeSelm, Steve Kordek, 
and the late Gordon Horlick. There 
was always a chance for some feed- 
back and the opportunity to see 
creative ideas in the making, such as 
the first white woods of Flash and 
many machines before that, seeing 
the initial ideas of Steve’s for Black 
Knight and so much more—making 


MONEY 


H€NDLING 
€ND PAPER 
SHREDDING 

MACHINES 


SINCE 1925 


Lynde-Ordway specializes in 
economical, high quality, 
money handling and paper 
shredding equipment. From 
efficient entry level money 
handling equipment to a full 
line of paper shredding 
machinery, Lynde-Ordway has 
the inventory, service and 
knowledge to guarantee fast 
delivery and long term 
dependability. As one of the 
oldest, most experienced 
companies in the business, our 
coin sorting, counting and 
wrapping machines and 
paper shredding equipment 
are Currently at work in 
many businesses, including; 
banks, schools, vendors, 
churches, municipalities, 
and laundromats 
throughout the world. 
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‘I feel positive about Vector. The game is strong and, when playing, I feel the 
pumped-up feeling I had, playing Black Knight...’ 


suggestions and getting a chance to 
have some come to fruitition. In fact, 
in a way I’m glad that my travel plans 
did come up the way that they did so 
that my friend Jay could pinch hit for 
me on last issue’s Barracora review 
since I did have more than a fair 
share of input on the game and 
wouldn’t have felt right reviewing it. 

My hope now is that the relation- 
ships I’ve formed can continue and 
expand, given the fact that video will 
now become a part of this column. | 
look at the challenge positively, 
wanting to grow along with the indus- 
try until maybe at some point I can 
gain a closer relationship with the 
business. All in all it has been a labor 
of love that has brought me much, 
not in materialistic terms, but some- 
thing more valuable that I'll always 
cherish. The past seven years have 
been so very eventful and the future 
hopefully will bring more of the same 
as my commitment continues to do 
all that I can to better the industry 
both internally and in the eyes of the 
outside world. 


Mei Vii CEEA PAX 4 - ~: 

hee gigs Ki Rina a , ~ , ae : 

a arn =e od " ‘. “ y ae 
ppm Daj x. * 7 ~ . ae: ay. es 
Ulli ome = » Free - me 
OT on oar" 40 
ne Aly ge - se 
Udy, ‘“itibiis orgs, wo 
Mii. ~ 
Wie Li . 


I suppose that this long preamble 
is more a result of my changing along 
with the industry. The spirit is willing 
but I admit that it’s difficult to make a 
rapid transition. However, we all 
evolve and grow and I’m no excep- 
tion to rule and will adapt to what- 
ever the needs are. Anyway, I’m sure 
that you'd rather be reading about 
the new games and so we'll get to the 
machine at hand, Bally’s newest, and 
see that’s happening with pins. 


Bally’s Vector 

This company keeps on turning 
out models, many of which would be 
world beaters at any other time, and 
this effort is no exception. There are 
some interesting design and pro- 
gramming twists as well as some 
superb speech which announces at 
the beginning of the game that this is 
a “player analysis computer” (I 
suppose PAC for short). 
PLAYFIELD: The ball enters at 
center field, enabling a better utiliza- 
tion of the top right side, and travels 
up and around a ramp to the top 


the people who make the world’s 


best coin-operated attractions 


AMUSEMENT RIDES MANUFACTURES 


PLAY METER, May 15, 1982 


playfield. Once there this small area 
features a thumper bumper and a 
bank of three drop targets (X-Y-Z) as 
well as asingle flipper and an opening 
on the right side. Moving back down 
to the lower field and following the 
general course of play, there’s a 
center set-up of four targets (H-Y-P- 
E) with a short ramp just to the left as 
well as one to the right. Back over at 
the left are three, free-standing drop 
targets fronting a long ramp that 
goes up and around, another flipper 
just below and three more drop 
targets which only come up once the 
back set is down. As for that left 
side ramp, it leads up and around toa 
series of three kick-out holes for pos- 
sible locking of balls for multi-ball 
play, or propells the ball back out to 
the area of that top flipper. Mean- 
while, the bottom is a variation of 
Fathom on the left side, with a 
curved outside lane that can lead to 
the flipper or a straight down lane. 
The right side picks up this theme 
with the outside lane not curved, but 
what’s nice about both sides is the 
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addition of kick-out holes for scoring 
bonus points as well as keeping the 
ball in play. A center post between 
the flippers finishes off the board. 

ANALYSIS: Now for the good part, 
since Vector is an exciting and chal- 
lenging game to play, with a helluva 
lot to offer. The basic strategy and 
features include those upper play- 
field drop targets which can mean 
2X, 3X or 5X multipliers. The H-Y-P- 
E targets build up out-hole bonus, 
can mean a special and when gotten 
in order, or out of sequence on the 
last ball, release any locked balls for 


multiball play. As for those left side 
targets, hit the back row and then 
the front row and there’s the chance 
for a “timed flip speed” shot up the 
ramp and around, for a possible 
extra ball if the player’s speed beats 
the top one that appears as part of a 
center playfield digital readout dis- 
play that also shows “vector units” 
totals as part of the bonus. There are 
also increased values possible by 
going through that left side curved 
lane and almost non-stop action 
from top to bottom. In fact, the entire 
design provides balance and more 


We're Playing Your Song. 


From the electronic wizards at Marantz comes the Marantz Ragtime Piano, an 
exciting, profitable addition to coin-operated entertainment. It’s a self-playing piano 
with a patented computer mechanism that uses cassette tapes to control the piano keys 
and pedals, producing a vivid, ‘‘live’’ performance. Gone are the limited selections, 
brief playing time and mechanical problems of old-time piano roll players. 


That’s Entertainment! 
The Ragtime Piano means music and 
style that will never go out of date. It 
eliminates the trouble and expense of 
replacing worn piano rolls or changing 


records on a juke box. The Ragtime Piano’s 


fine traditional styling fits any decor, and 


with the push of a hidden button, it’ll even 


play Happy Birthday! Plexiglass panels 
allow customers to watch the mechanism 
and keys in action, and that’s adding 
solid entertainment value. 
Easy to Place 

The Ragtime Piano is a welcome 
replacement for a juke box in many clubs, 
restaurants and lounges, and will open 
doors that reject juke boxes. It can even 
perform as an ordinary piano; in fact, if a 


club already has a piano, you can install our 


Marantz mechanism and convert it easily 
into a profitable, coin-operated piano. 
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And it eliminates the problems of keeping 
up with top ten hits. 


Easy to Service 
Modular electronics make the Ragtime 
Piano easy to maintain and unlike other 
automatic pianos, tuning and service is 
a snap. And with Marantz, technical 
expertise is never further than 
your phone. 


High Return 


The Ragtime Piano promises maximum 
return on your investment at a substantially 


lower price than you'd pay for an old- 


fashioned player piano. If you recognize the 


music of profits, give us a call toll free at 


1-800-438-7023. Distributorships available. 


As always, Marantz is playing your song: 
the Jingle of Silver. 
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Marantz Piano Co./Box 460/Morganton, NC 28655/704-437-7135 


than a fair number of skill shots to 
accomplish the different goals, with 
everything blending into a complete 
whole. 

GRAPHICS: The artwork with the 
double panel backglass effect is 
striking and colorfully followed 
through on the playfield. All in all it 
continues in the Bally tradition and 
as part of the cosmetics adds 
another dimension that is further 
enhanced by the speech on the 
game, including “Nice shot” and 
other tidbits throughout the play. 
PLAY: The scoring on Vector can 


. be high, especially with those two 


kick-out holes at the bottom of the 
field which collect the out-hole bonus 
without resetting it, but for the most 
part, it’s a bitch to conquer the game 
on a regular basis. For extra ball 
areas you should be alright with a 
1,000,000 point and 1,800,000 point 
limit, while free play should be able to 
sustain itself with an increase of 
about 200,000 to 400,000 points to 
each level. 

PROS & CONS: What can I say 
about Vector except that I feel posi- 
tive about it. The game is strong and 
Greg has done a fine job to carry it 
through. In fact, when playing it, I felt 
the same type of pumped-up feeling 
that | experienced when I played 
Black Knight. Players can’t be 
passive with this machine, since it’s 
so easy to get caught up in the 
action, there’s almost demand, in 
fact, that this be the case if a player is 
going to succeed. It really epitomizes 
what pinball is about with the totality 
of involvement necessary in order to 
play with the game rather than 
against it. Even the double playfield 
configuration isn’t affected by the 
lack of space on either level or a lack 
of long shots. 


Rating: #### 


As for other news in the pin- 
ball wars, things still seem to be 
going along. Stern looks like it’s 
blown through Viper while Gottlieb 
may have done the same with Eclipse 
but the two companies have strong 
efforts waiting in the wings— 
respectively, Dragonfist and Devil’s 
Dare. Both seem to have much to 
offer on initial looks and with them 
the beat goes on. 

Quality and not quantity appears 
to be the norm, now as pinball con- 
tinues to hold its ground in the coin- 
machine market. And that’s it for this 
time around, except to offer a thank 
you to my friend Jay for filling in last 
issue. Next time around the Corner 
begins to go through its changes, and 
until then, be well and prosper. 
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Special Sale +& Video Games 


= * SOLD ON FIRST COME FIRST SERVED BASIS. SUBJECT 
= TO PRIOR SALE AND GAMES IN STOCK * ORIGINAL 
GAMES— NO COPIES * 1/3 DOWN - BALANCE COD * FOB 


@ 
i 
= —_LAS VEGAS, NEVADA. 
@ 


USED GAMES /LOCATION READY 


UPRIGHTS 


Type Game Price each 


| Missile Command | 1295 
Battlezone _ 795 
Killer Comet___— /S 

Asto Blaster 

Asteroid Deluxe | 

Space Thunderbird _| 
Carnival = sd 

Speak & Rescue 

Star Castle oe 

Intruder 

Polaris 

Football 

Moon Shuttle 

Fire Bird 

Wizard of Wor 

Armor Attack 


Space Demon Mini _ 
Space Invaders Mini 


| Challenger 

| King & Balloons 
| Colony 7 
| Berzerk 

| Zarzon 

| Lock & Chase 

Tank Battalion —___ 
Make Trax ___ 

F Erisky Tom 
| Super Cobra 
Spectar__._— 
ae Battlezone___ Mini_ 
| | Zarzon Mini 
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CAPSULES 


Asteroids = 
_| Uniwars — 

Zarzon 

Firebird = 

Shark Attack 


VIDEO GAMES SOUTHWEST, INC. 
Units 308-309 LaMirada, Cal. 90638 
213-921-1055 @ 714 - 523-9151 


3111 S.VALLEY VIEW BLDG.E120 
LAS VEGAS,NEVADA 89102 


(702) 362-4402 
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Crunching 
Cake monsters 


In Sweet Licks, a new arcade game 
from Namco-America, the eight 
Cake Monsters will quickly pop up, 
one, two, or three times, and just as 
quickly retreat back into the cake. 
The player must give them a bump 
on the head before they pop back 
into the cake. 

Trying to hit as many Cake Mon- 
Sters as possible, the player scores 
points for each one thumped. An 
extended play of 15 seconds will be 
gained when forty or more monsters 
have been hit in Sweet Licks. 

The one-player game features a 
high score of the day display to chal- 
lenge players. Colorful graphics, 
lights, and music add to the appeal of 
Sweet Licks in a game room, kiddie 
area, Or an amusement park. 

Dimensions are: weight, 293 
pounds; height, 61”; width, 45”: 
depth, 43”; and power, 110 volts. 
Coinage is operator adjustable. 

For more details contact a local 
Namco-America distributor; or the 
manufacturer at: 343 Gibraltar 
Drive, Sunnyvale, California 94086: 
phone 408/745-7600. 
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Two new vids 
from Centuri 


Centuri, Inc. has announced sepa- 
rate licensing agreements and the 
concurrent release of two new video 
games. 

The Hialeah, Florida based firm 
has entered into an agreement with 
Konami Industry Co., Ltd. of Japan 
to manufacture Loco-Motion and 
with the Italian-based Olympia, Inc. 
to manufacture D-Day. 

“To the tune of “I’ve Been Work- 
ing On The Railroad,” the player 
begins to clear train stations while 
picking up passengers in Loco- 
Motion. 

“Unlike the traditional ‘vehicle 
type’ game,” emphasized Ivan 
Rothstein, vice president/sales, “in 
Loco-Motion the player controls the 
track, not the train. It’s different and 
it’s fun.” 

In D-Day, huddled in a camou- 
flaged, beach-head gun garrison, the 
player faces attack from three fronts; 
land, sea and air. 

“Those who like the ‘shoot-em’ 
type game concept will love D-Day,” 
said Rothstein. “The action gets 
really fast and furious with planes 
dropping bombs and tanks and war 
ships in tenacious pursuit. But this is 
just the daytime activity. During the 
night scenes the player has limited 
vision and the speed of the game 
increases.” 

Rothstein continued: “We wanted 
our first releases of 1982 to continue 
our winning ways. We think we not 
only equaled our standards for per- 
formance, but have exceeded them 
with D-Day, The Pit, and Loco- 
Motion.” 
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Pinballs ‘orbit’ 
Stern playfield 


Stern Electronics, Inc., Chicago, has 
announced production of its new 
pinball game, Orbitor I. The solid- 
state game incorporates high-speed 
action with innovative design to chal- 
lenge one to four players each game. 
Orbitor I features a first-of-a-kind 
contoured playfield—a sunken 
molded shell that simulates the 
three-dimensional substrata of a 
lunar landscape. Lighted from below, 
Orbitor Is playfield radiates a lunar- 
like glow; backglass design rein- 
forces the outer-space theme with a 
3-D design. 

Orbitor I introduces a new twist to 
traditional playfield bumpers. 
Located in the “lunar basin” play- 
field, two motorized bumpers spin, 
propelling the ball into fast field 
action. This innovation presents 
players with more challenging skill 
shot opportunities and _ requires 
more rapid reflex than in many pin 
games, Stern product literature said. 

Orbitor Is outstanding design 
developments create scoring oppor- 
tunities, increased by the game’s 
many features including bonus skill 
shots awarding extra balls and 
specials when the bonus multiplier 
reaches 5X and 7X. Player must 
shoot at designated bonus target 
through the playfield spinner. 

Orbitor I was developed with a 
special free game feature, awarded 
after every 100th quarter. The game 
also boasts a new timed play mini- 
mum, insuring each player at least 90 
seconds of play by awarding extra 
balls within that period. 

Among other play/scoring fea- 
tures are: 

—Bonus multiplier up to 15X. 
Multiplier is advanced when player 
completes side target banks or com- 
pletes letter-sequenced targets 
throughout the playfield. 

—Motorized bonus spinner. 
Player scores from 1,000 to 9,000 
points when motorized spinner is 
activated. 

—Additional special. By complet- 
ing drop target sequence spelling 
O-R-B-I-T-O-R, player is eligible to 
win special. 

—Two ball capability. Lighting 
O-R-B-I-T-O-R releases captive ball, 
doubling playfield action. 

—Audio effects. Play action is 
accompanied by lively outerspace 
audio effects, including a 34-word 
vocabulary. 
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Step up 
for weight/tate 


Electronic Weight and Fortune 
Scale from Zytronics Inc. operates 
simply by stepping on the scale plat- 
form and depositing a quarter in the 
coin slot for the patron’s weight to 
appear on an easily readable digital 
that is only visible to the person 
being weighed. 

When the customer steps off the 
scale, his personal fortune card 
drops into the hopper—a computer- 
punched card answering “eleven of 
the most vital questions concerning 
one’s future.” 

Zytronics stated that the Weight 
and Fortune Scale has been tested 
at various locations and shows high 
customer appeal. Its potential loca- 
tions run from transit terminals to 
arcades to drug stores. 

The electronic digital scale com- 
bines a highly sensitive bending 
beam load cell with high technology 
electronics yielding consistant and 
accurate readings. The scale fea- 
tures an unusual cabinet style 
blending real wood with an oak look 
and modern anodized aluminum 
trim. A flashing red LED display in 
the machine’s face adds motion, 
attracts attention, and gives the 
scale a computer look. The graphics 
are bright and colorful and include a 
age, height, and weight chart. 

Security is provided by a lockable 
cashbox, high strength chain attach- 
ment point, and an optional vend 
counter. The scale measures 13” x 
26” x 50” 

Zytronics seeks operator-distribu- 
tors for its line and welcomes all 
inquiries to: Zytronics, Inc., 8823 
S.W. 129th Terrace, Miami, Florida 
33176; phone 305/251-3775. 
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‘Pin game’ fits 
in varied locations 


Bowlingo is a new concept in bowling which is easy to 
play, coin-operable, and requires only some 10 percent 
of the space of a commercial lane. The marketer, 
Dufferin Inc., of Wheeling, Illinois, claims, however, that 
the alley (which is modular in design) can generate 
income comparable to the permanent lanes. 

Bowlingo allows players to choose either Canadian or 
American duckpin, five-pin, or ten-pin games. It can be 
adapted to a wide range of locations, including amuse- 
ment parks, arcades, hotels, taverns, clubs, and others, 
states Dufferin Inc. 

Units are made of steel, fiberglass, and laminated 
wood, covered with corrugated plastics, warranted by 
the manufacturer, Mendes, Inc. The Canadian manufac- 
turer supplies many of the commercial pinsetters now in 
use in Canada. 

The interior of the Bowlingo alley is wrapped in special 
material which mutes sound and renders the game 
action soundproof, according to Mendes. A coin- 
operated electronic timer allows reprogrammable rates 
for play. Bowlingo’s feet are adjustable for firm posi- 
tioning and stability. 

Dimension are: width (of one unit) 


56"; height— 


5’5”; and length, optional—20’8” to 28’8”. 

For more information, contact: Robert T. Nixon, 
Dufferin Inc., 318 Holbrook Drive, Wheeling, Illinois 
60090; or call: 312/520-0420. 
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New formats for kids 


A new specialty arcade piece, Crazy Ball, and several 
new coin-op kiddie rides were introduced by Kiddie 
Rides—USA at the recent Amusement Operators Expo. 

Crazy Ball is a new game especially designed for 
arcades and themed restaurants. Set for two players, the 
game uses western-type pistols that shoot metal pellets 
at rubber balls. 

The object is to get more balls into the opponent’s goal 
than he gets into yours. Points are electronically totaled. 
“We believe that this new game will have a wide appeal to 
both the little kids and to teenagers because of the skill 
involved and the plain fun of shooting a controlled pellet 
gun,” says Mel LaForce, marketing director of the 
Davenport, Iowa marketer. 

Among the new kiddie rides, the Space Raider hydrau- 
lic unit (pictured here) comes in two versions, the basic 
version giving up-and-down motion. An extra feature 
allows the unit to rotate 270 degrees, in addition to its up- 
down motion. Further, a full-color motion picture is built 
into the control dash of the ride to give the child the 
illusion that he is flying the Space Raider against enemy 
invaders. 

The child controls the unit with a single stick that 
raises, lowers, and turns the machine left or right and 
activates a raygun. 
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Journeys into 
fantasy worids 


Rock-Ola Manufacturing Corpora- 
tion has announced the introduction 
of its new video games, Fantasy and 
Jump Bug. 

Fantasy, a video journey into sight 
and sound adventures, displays ten 
scenes of peril, kidnaps, escapes, 
and romance. The player scores 
points as he defeats enemies along 
the way. With extended play fea- 
tures, Fantasy is available in both 
upright (pictured here) and cocktail 
table models. 

Jump Bug with eight scenes of 
play intrigues the player with the 
collection of money bags and battles 
with jokers, aliens, rocks, skulls, 
bats, ghosts, and more. If the player 
can avoid all pitfalls, he starts again 
at a more difficult level. Jump Bug is 
also available in an upright or cock- 
tail table version. 

“Both games are designed for 
intrigue, effort and maximum pro- 
fitability,” said a Rock-Ola spokes- 
man. 

The new Rock-Ola videos were on 
display at AOE ’82. 

For more information, contact: 
Rock-Ola Manufacturing Corp., 800 
N. Kedzie Avenue, Chicago, Illinois 
60651; telephone 312/638-7600; 
cable: ROCK; international telex: 
499-0276. 
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Red Clash, a space action themed 
video game, is the latest in American 
SunTronics’ Ulti-Mates line. 

Red Clash players face an unusual 
play format, video graphics, sound 
effects, and challenge. The player 
moves his ship in any direction with 
an eight-way joystick, attacking 
aliens with a continuous fire button. 
The graphics continually change 
on-screen as he must avoid mines 
and hurtling asteroids. 

The logic board is operator- 
programmable to adjust difficulty of 
play. The operator may also change 
bonus awards, select coinage, and 
set sound levels. 

A special Black Matrix 19” moni- 
tor enhances the color on the Red 
Clash screen. 

For more information, contact: 
American Suntronics Inc., 1865 
Wickham Road, Melbourne, Florida 
32935; phone 305/242-0344; or seea 
local distributor. 


Amidar plays 
fun themes 


Stern Electronics, Inc., Chicago, 
introduced Amidar, its latest fast- 
action video game of skill and 
strategy. Licensed from Konami 
Industry of Japan, Amidar began 
production in March, according to 
Stern marketing director Tom 
Campbell. 

Amidar, a solid-state game for one 
or two players, is a fun-themed game 
featuring imaginative, multicolored 
video displays. Lively musical effects 
are synchronized with play action 
and accelerate as game difficulty 
increases. 

The object of the game is for the 
player to capture all enemy territory 
—represented on the videoscreen 
by a rectangular maze—before being 
destroyed by Amidar attackers. Two 
alternating maze types test the 
player’s ability to develop new game 
strategies with each new rack. In the 
first maze, the player—represented 
on the screen by a gorilla—captures 
territory and advances to the next 
rack by “eating” coconuts in that line 
of video maze paths. In the second 
maze, player captures territory by 
“painting” in individual boxes with a 
paint roller. 

A special “bonus maze’ that 
appears upon completion of each 
maze gives player the opportunity to 
win 5,000 points. Player moves the 
Amidar aggressor into one of five 
entrances to bonus maze by pressing 
“jump” button. 

Other innovative scoring and play 
features include: ten points are 
awarded for each coconut eaten in 
the first maze; points are awarded 
for each territory square captured in 
the second maze—territory values 
are indicated on the screen; between 
200 and 1600 points are awarded 
when player destroys Amidar 
attackers (attack time permitted 
only after player has blocked in all 
four corner territories); “jump” 
button allows player to dodge 
attackers; three “jumps” awarded 
each rack; and the player controls 
play action with four-way “joystick” 
control. 
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Alds to the Trade 


Strategy tips 
encourage players 


Through its distributors, Gremlin/ 
Sega has made available Player Tip 
cards for its full line of video games. 
The wallet-sized cards offer players 
strategy tips to encourage his con- 
tinued play into the increasing 
difficulty levels of Gremlin/Sega 
computer games. 

Dennis Clark, advertising man- 
ager for the manufacturer, explains 
that the cards may be displayed ina 
transparent plastic holder which 
may be attached to the side of a 
game or to the wall of an arcade. 

Player Tip cards explain attack 
planning for both one- and two- 
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player modes of Gremlin/Sega’s 
video games. 


Hidden alarm 
gives protection 


As anti-burglar protection for 
vans, motor homes, cars and trucks, 
the Sonic Sentry gives no exterior 
indication of an alarm system. Once 
it is armed, the vehicle interior is 
blanketed with harmless invisible 
beams. The Sonic Sentry is triggered 
only by an actual intrusion, not a 
falling package, and sounds a 60- 
second horn blast. At the end of the 
l-minute cycle, the Sonic Sentry 
immediately resets itself, ready for 
the next intrusion. If the intrusion 
continues, so does the horn blast. 

Operating applications include 
delivery trucks, sales fleets, semi- 
trucks, and other vehicles. 

Armed by a simple on-off switch, 
the 5-second entrance and 12- 
second exit delays allow the owner 
to deactivate and activate the alarm 
without setting it off. 

Advanced ultrasonic technology 
keeps the Sonic Sentry from being 
affected by anything outside the 
vehicle, thereby minimizing false 
alarms. The unit measures 314” x 314” 
x 1” and retails at $75. 

The Sonic Sentry is available from 
Mountain West, 4215 N. 16th Street, 
P.O. Box 10780, Phoenix, Arizona 
85064. National toll free number: 
800/528-6169; Arizona, Alaska, 
Hawaii call 602/263-8831. 


Aircall ‘visual pager’ 
tests successful 


The first field tests in the Chicago 
area of digital visual paging by 
Rogers Radio Communication Ser- 
vices, Inc. were highly successful, 
the firm announced. 

As a step forward in the art of 


person-to-person radio communica- 
tions, the digital optical paging 
system is innovation by Rogers 
Aircall, which has pioneered in 
Paging systems since the mid-1950s. 

The new numerical readout 
system, said Virginia Rogers, presi- 
dent of Rogers Aircall, has over a 
100-mile radius, which is greater than 
any paging system now in use in the 
greater Chicagoland area. 

Researched by Rogers for over a 
year, the new digital pager offers 10 
digital codes, rather than the single 
or dual codes in conventional 
beepers. This means that thousands 
of numerical code combinations can 
be utilized for the subscriber to con- 
tact a similar number of locations. 
For instance, the new Rogers Aircall 
digital pager shows the phone 
number as well as the extension to 
call. The portable miniaturized dis- 
play unit is about the size of a pack of 
cigarettes. 

According to Mrs. Rogers, “we 
visualize thousands of these pagers 
being used in the near future. Users 
with hundreds of locations, such as 
vending machine companies and 
professional groups will be sub- 
scribers for the digital communi- 
cator,” she predicted. 

For more information, contact 
Rogers Radio, 55 E. Washington 
Street, Chicago 60602, phone 312/ 
782-7500. 
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Wiretaps 
will tell 
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Mountain West of Phoenix, Arizona, 
offers the Phone Guard to make 
sure private calls remain private. A 
red light on this device will alert you 
to bugs or wire taps on the line as you 
use your phone at home, the office, 
or hotel. It’s simple to install, said the 
manufacturer; just replace your 
phone’s mouthpiece with the Phone 
Guard. The device retails for $49.95. 
For more information contact: 
Mountain West, 4215 N. 16th Street, 
P.O. Box 10780, Phoenix, Arizona 
85064. 


Isolates faults 
in IC units 


The John Fluke Manufacturing 
Company, Inc. exhibited its new 
model 9010A Micro-System Trouble- 
shooter at the Amusement Opera- 
tors’ Expo in Chicago. 

The 9010A Troubleshooter is a 
portable service tool designed specif- 
ically to isolate faults in micro- 
processor-based products. At the 
show, the 9010A was shown servic- 
ing a new Galaga video game from 
Midway Manufacturing. 

The principle of the product is 
simple. An interface pod is plugged 
into the microprocessor socket of a 
known good unit. Then, using a 
unique “autolearn” algorithm, the 
9010A identifies the location of bus- 
related devices such as RAM, ROM 
or read/write I/O. This “memory 
map” eliminates the need for docu- 
mented memory maps and program 
listings. 

Then the troubleshooter is ready 
to test defective microprocessor- 
based games. All the basic trouble- 
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shooting functions are built-in. Auto- 
mated tests for RAM, ROM and I/O, 
can be run with the push of just one 
button. For high-level troubleshoot- 
ing, an exclusive “smart” probe lets 
the test technician locate faults to 
the node level. 

The 9010A’s testing capabilities 
help eliminate many of the problems 
which microprocessor technology 
has caused for independent distri- 
butors and operators who are per- 
forming their own service. No longer 
is a separate test set required for 
each game. The problem of incom- 
plete program listings and poor 
schematics is reduced significantly 
and service technicians without 
extensive knowledge of digital 
theory and system operation can use 
the product with confidence. 

The 9010A Micro-System Trouble- 
shooter is priced at $4,490 US., 
which includes one eight-bit inter- 
face pod. Pods today support the 
following microprocessors: 8080, 
8085, Z80, 6502, and the 16-bit 9900. 


Expanded lines 
come from Abloy 


Abloy Security Locks, now offers an 
expanded line of rekeyable padlocks 
for a variety of applications. 

Joining the existing Abloy Heavy- 
Duty #3075 and #3076 rekeyable are: 
#3045, brass case, regular chrome 
plated case hardened shackle; 
#3046, brass case, extended chrome 
plated case hardened shackle; 
#3085, chrome plated hardened 
case, regular case hardened shackle; 
#3086, chrome plated hardened 
case, extended case hardened 
shackle. 

Should an employee quit, keys get 
lost or stolen, all the padlock combi- 
nations at a location can quickly and 
economically be changed. 

For more information, contact: 
Abloy Security Locks, 5603 W. 
Howard St., Niles. Illinois 60648; 


telephone: 312/647-9655; telex: 
283495. 


serves coin-ops 
with 10,000 quarters 


Standard Change-Makers, Inc., of 
Indianapolis has introduced a new 
wall-mounted, super-capacity bill 
changer that changes both $5 and $1 
bills and holds up to 10,000 quarters 
($2,500) in change. 

This new bill changer, Series 7101, 
will be available in two cabinet styles: 
one with a front-opening door that 
can be mounted to a wall or post, and 
the other with a rear-opening door 
that can be built into a wall so it can 
be filled or serviced out of sight for 
greater personal safety. 

Designed specifically for busi- 
nesses such as coin-operated 
laundries and vending locations 
where owners or operators want to 
reduce filling frequency, the 7101 
super-capacity changer normally 
vends four quarters for $1 or twenty 
quarters for $5, but can also be set-up 
to vend tokens of a similar size. 

The 7101 also features Standard 
Change-Makers’ maximum security 
cabinets built of heavy gauge steel 
with two UL-approved case- 
hardened steel locks; separate $5 
and $1 verifiers with bill stackers that 
face and stack the bills separately; 
and an optional audit system that 
counts bills received and coins dis- 
spensed. 

For full information, specifications 
and prices, call or write: Standard 
Change-Makers, Inc., 422 E. New 
York Street, Indianapolis, Indiana 
46202; phone 317/639-3423. 
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Aids to the Trade 


Standard & custom 
Trackballs offered 


A new series of standard and custom 
trackballs for use as input devices in 
manually controlled electronic posi- 
tioning applications is being intro- 
duced by E. Parrella Co., Inc. of 
Medway, Massachusetts. 

Parrella Trackballs provide fast, 
accurate manual positioning and 
contouring, yet have none of the 
limitations of conventional joystick 


positioners, said the manufacturer. 
Featuring solid, one-piece construc- 
tion, and made of high impact plastic, 
they are produced to tolerance 
within +/- .002” (diameter) and .002” 
TIR (sphericity). 

Trackballs come in four standard, 
satin finish black models, from 2”/51 
mm to 44%"/115 mm) with a choice of 
temperature ranges. Custom sizes, 
colors, and finishes can be provided. 
Typical applications include periph- 
eral video display units, cat-scan 
cursors, plotting boards, graphics, 
and robotics. 

Parrella Trackballs are priced 
according to size, type and quantity. 
Literature is available on request 
from: E.Parrella Co.,Inc., Richard A. 
Parrella, 84 West Street, Dept. PM, 


Medway, Massachusetts 02053; 
phone 617/533-2741. 
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EM counters 
promise long life 


The Durant economy priced line of 
subminiature electromechanical 
counters has an extremely attractive 
price/life ratio for manufacturers of 
automatic merchandising equip- 
ment. The line is one of the most 
compact six figure electric counters 
in the industry, according to the 
Watertown, Wisconsin manufac- 
turer of instruments and control 
systems. 

The line features 5/32” high white 
numerals on jet black wheels, set 
close to a molded in, tamper proof 
window for dependable, easy read- 
ability. For design versatility the 
counters are available in AC or DC 
voltage and panel, base, top, or 
bottom mounting configurations. 

The low priced counters are 
designed for applications including 
coin-op equipment where count 
speed to 600 CPM and a life of 
several million counts are required, 
at an attractive life/price ratio. 

For more information and speci- 
fications on Durant subminiature 
counters, write: Thomas Ackerman, 
Marketing Manager, Durant Pro- 
ducts, Eaton Corporation, 901 S. 
12th Street, Watertown, Wisconsin 
53094; or phone 414/261-4070. 


Binder & board 
Serves the route 


Combining the advantages of a ring 
binder and an aluminum business 
forms holder provides an opportu- 
nity for collecting data more effi- 
ciently and effectively. The person 
using your system in this manner has 
everything in hand so they are able to 
move about freely in the process. 

Available from Saunders Manu- 
facturing Company in many stan- 
dard or custom variations, styles and 
sizes, as well as different finishes, a 
unit is capable of being identified with 
your logo. 

On the ring mechanism—which 
is removable (so as to have a dif- 
ferent set of rings without removing 
the sheets for each day, week, route, 
etc.)—you can have prices, route 
information, instructions and credit, 
inventory, promos, parts lists, stan- 
dards (for monitoring processes), or 
other material. 

In the clip, you store unused 
forms, and these forms are covered 
by a hinged writing plate that is 
inserted under the top set in order to 
provide a smooth, hard writing 
surface. The back opens up for 
storage of completed forms, flyers, 
etc. 

For more details write: Saunders 
Manufacturing Co., Inc., Dept. PM, 
P.O. Box 243, Winthrop, Maine 
04364; or phone 800/341-4672 and 
ask for Customer Service. 
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Because of widespread and growing violations of U.S. copyright laws, 
Play Meter is now reserving the right to refuse advertisements which, in 
its Opinion, are for unauthorized copies of legally copyrighted games. 


HOT LINE 


ATARI 
Asteroids (Upright/Mini)................. $1395. 
Missile Command (Upright/Mini)........... 1395. MIDWAY 
WAPlOFrds (NOW) 3566056524 565.4 sebdee eee ane en 1295. Omega Rate) isis cei ivescetccore dss ass $1995. 
CCU OUOM oes oo Se 8 ee aes 1295. Wizard OF WOE sag ents nteackiscetews eases 1495. 
Battlezone (Upright/Mini)................... 895. PRON a oko aciace bing ois bo a trees a eeu od bee en 1595. 
ION ANE 90 Sado tena 4 os PsP sans Ree Eee ee oe 495. Galan i ai vie vastcctenel ee aenaeenens 1195. 
MOY Be hbk ee hinccaaad Se aped Seah Seen eeeien 495. Snace Invader: Deluxe «36 iodee siesta cexcwevs 695. 
DASKCLUAN jcccentn dui svcan es ee4aedavenavs 395. SPACE INVADE ioc) Kia ea vee eeasaanne ie tees 595. 
SLAPS. ogo 05 o nse Ravi hewee hee ekcnada ak 395. PSOE BAU fot ce linn aes seas ees 395. 
BMUTMIOOE hii gues vicars geen Weunteneawaaaen 395. IOUS ca ses. 0 cg aches was te Pa eee ei 250. 
Sliper BreakGOUl 6256655625005 000 565 ceak news 395. CUNO i530 t peasek clensetet ees 195. 
SP CAMOUL 6 655.655 ww tad 25533-0438 649 ORES REN A 195. 
OEE Sic Nin aie t Oe eich ue dies Seset oa nets 195. EXIDY 
PRUMAINGCION 65.46.4,0005045 secor devant tonnueens 175. Spectar (Upright/Mini)................... $1295. 
EEG a eed pe 2 cc dts a ae Re ee Ae E OY Slee 795. 
UNIVERSAL MV ONCULG 6654 oy cecon rere Our Cana ede eS 1495. 
DCU ZONE 6460 seadccisd 1dr uareeeaewees $895. 
Cosmic MONSICE 2< ¢isi600-62 0-004 b4b Sa daceen 595. STERN 
Cosinic Guerilla nici5 fan nw sinG ieee senses 495. Sir aleGU 3435.04 fo etace ka eedetnenetuad $1895 
SPACE. PANIC 55 v5 55 iw eines ena pote ean hee 1195. TUPLES 6 5c dad seh cass ceeies duaa ee eA 1295. 
DSCEZOLK o-62 5 35a csiceews ome ane eeu se eae ee Ra 1595. 
CINEMATRONICS SCPAM IG ito ca hs ee able ake wey es 1495. 
Armor AMack 6 s.6 60 be bca whe eyed ches $1095. AGS INVAUCR 65.4 4565544 5 bsa keys eene esas aes 895. 
P ANOUNOE 9 se. 5 ord 34 i obs ers One eS 695. PGA oo 533.0% ead ented de weree ene Has 2195. 
SORE PUAWI 65s opened «bed Vw Hele eee Chae 495. 
SBACE: Wale 455i ids kh eke ees Bees es 395 GREMLIN 
RC SITAITI AC OR oid 6 oe SS eee ess $2195. 
GAME PLAN HACE OGUSECY 656i 55k eta EERE 2095. 
NATH PALIAGCK 6 dacaiSask oo Cie eoae nh owsuwales $795. ASIt DIAGlCR 6 saie 6 6 i xsinsnndon daalvsn ee dans 1395. 
Miler COME cic Fane siek dba ned peeks 995. PICA OO os. oo ia oak eg kee Eee 395. 
DOPA DORA 6.66508 oink bio 3h tare s eee 595. TAITO 
WILLIAMS Oe as eaten ses $1995. 
PPOICHOEE eons 155 ites ete eee Aen $1995. MOACe INVAUCE Thc hi athaw tcawkserG ca oneness 695. 
WUNGIC LOLG 50s ot stewed te beatae ddaeeu eke een 995. 
ESIC PATRI oye eos ee ews 1095. NICHIBUTSU 
PTIGUU VOM ioc datewas devant eanesaves $1995 
CENTURI : 
WONGUAPE £5 s5-c05.snadaa Seeweeclnokixeeees $1795. NINTENDO 
MOUTE TG 6th. cda acre Pasa eed eadoi dees a 1395. MAGAISCODG -f6 655s a hii ele cee WEE Os eee $995 


AVAILABLE AT $495 EACH: 100 LATE MODEL SPACE-GAME COCKTAIL TABLES 
Terms: $200. deposit per game/Balance C.O.D. 


AFFILIATE OFFICE 


1537 West Alameda Avenue ff VE GAME EXCHANGE) AFFILIATE OFFICE 


Denver, CO 80223 1701 Spring Street 


313 Neilston St. Columbus Ohio 43215 
303/777-3500 Call toll-free 1-800-848-0110 Smyrna, GA 30080 


Ohio 614-221-3416 404/433-4524 
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Call or Write 

for Sales List: 
Bruce Cherubin 
Malibu Grand Prix 
21300 Califa Street 
Woodland Hills, CA 
91367 

(213) 703-0022 


Locations through- 
out the United 
States. Videos and 
Pinballs always avail- 
able at good prices 
from our chain of 
game rooms! 


FINISHED 
CABINETS 


for video 


COMPLETE BUYING 
SERVICE FOR ALL 


COCKTAIL VIDEOS 
VIDEO GAMES & PINBALLS 


Gremlin Frogger. 


upright games 


Quality built with 
wood-grained 
formica sides 


First Sample: $225. 


Volume Discounts (1-6): 
Starting at $200.99 each 


Prompt Service Anywhere 
Free delivery in Sou. Calif. 


BRIAN’S 
CUSTOM CABINETS 
213/507-1731 
213/256-3394 


PROMs 


Programmed & Sold 


(2516, 2716-2532, 2732 & bipolars) 
SOFTWARE & NEW GAME 


DEVELOPMENT 


We'll help you turn your ideas 
into new games! 


PROGRAM AUTOMATION INC 


385 Main St. Suite #2 
Metuchen, New Jersey 08840 


(201)494-3330 


Se seteeuarcueseceucesuuwacss 


Midway Pac-Man 


Midway Omega Race 
Williams Defender 
Midway Gorf 

Stern Scramble 
Midway Rally-X 

Midway Galaxian 


All games completely re-conditioned 


REILLEY ELECTRONICS 
2046 Bramblewood Dr. 
Atlanta, GA 30329 

. 404/320-1112 


South’s largest supply of 
AMERICAN cocktail videos” 


Arcade Management 
Opportunities 


Lowest prices around 


Unlimited Quantities/Fast Delivery 
WHOLESALE PRICES ONLY 
Ms. Pac-Man 
Stargate 
Donkey Kong 


For membership information call: 


ALL AMERICAN COOPERATIVE 
SERVICES, INC. 


238 S.W. Gage 
Topeka, KS 
913/232-3709 
Ask for Walter 


3820 Grant 

Lee’s Summit, MO 
816/478-1364 

Ask for Vicki 


Backed by a standard-setting industry leader committed 
to the success of this venture, our financially sound 
company is seeking the following people for ground-floor 
opportunities. The right people will help us establish a 
nationwide network of exciting amusement centers 

and build solid, rewarding careers. 


Arcade Manager 


Practical arcade experience is required for this position. 
Total game room responsibilities include hiring/supervising 
employees, maintaining equipment and reinforcing our 


quality image. 
District Manager 


You need arcade management experience to qualify. 
Travel within your assigned territory to oversee 
multi-location operations is required. 


Individuals meeting these qualifications are invited to send their resumes, 
in confidence, to: Play Meter Magazine, Dept. CT, P.O. Box 24170, 


New Orleans, LA 70184. 
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Pre Hot (ve! 


“A cute nude girl tries to outrun a 
atrol of policeman—points are gained 
by putting her clothing back on.” 


POINTS 


The Game That Outplays— 
You Know What! 


DISTRIBUTORSHIPS 
still available in some 


areas. Call (205)822-5696 
today—to see if your area 
is still available. 


Computer 

GAMES, INC. 
Birmingham, AL 35209 
Phone: 205/822-5696 


Se ee ee eS RE: et. ee at. 


LOCATION READY 


30 DAY GUAR. ON LOGIC, T.V. & POWER SUPPLY 


VANGUARD ASTEROIDS $1245. 

SCRAMBLE _ MISSILE COMMAND. 1100. 
'  BERZERK 

WIZARD OF WOR..1395. STAR CASTLE 

SPACE FIREBIRD ...950. GALAXIAN 


~~ 


SUPER bvo SPECIAL’ 


BERZERK & ASTEROIDS — $2140. 


Games UNLIMITED 


9059 VENICE BLVD., L.A., CA 90034 
WE SHIP ANYWHERE - (213) 836-5369/836-8920 
VISIT OUR SHOWROOM IN LOS ANGELES 
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PAY MORE ? 


Scramble ....... $1650. 
Asteroids Deluxe . 1495, 
Missile Command. 1495, 
Qix ...... 0... 1995, 
Rally X.......... 1595, 
Bandido .......... 695. 
Galaxian......... 1695. 
Astro Fighter..... 1245. 
Gorf ... . 1895. 


oarplys. 


? WHY 


SERVICE 
EXPERTLY & RELIABLY 
done on all coin operated 
games. Boards repaired, 

games converted, kits installed, 
contract rates available. 


Arcades a specialty 
Call or Write: 


JACK GUARNIERI 
SERVICE COMPANY 
Box 155, Brooklyn, NY 11236 
(212)531-1557 


JOO OLLI 

‘ | 
is !! OPERATORS !!  & 
lg « Prime Secondary Locations : 
flipper mcgee cai: INNOVATIVE TERMINALS 
amusement company x Tom Gellrich @ 201/765-5146 t 
523 W. Cross, Ypsilanti, MI 48197 ¥ Dale Carroll @ 201/765-5660 x 
313/487-9724 FORRES SENT UT CUNT CENT TN 


.., 
. 


oF) Beaty 
Any, 


OAS 


CALL COLLECT FOR SPECIAL PRICES - 20 
Cocktails & Uprights 


1-926-0700 


Donkey Kong Pac-Man Asteroid Phoenix 

Naughty Boy Ms. Pac-Man Saneuarcs haa 
° e1ides 

Amadar Centipedes Space Oaveey (Galases 

Qix Tempests Space Fury Defenders 

Frogger Stargate Omega Race = Make Trax 

Galaga 


UNITED STATES AMUSEMENTS INC 


2 WEST NORTHFIELD RD LIVINGSTON, NJ 07039 


CALL COLLECT 201-926-0700 
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Missile Command...... 1795. 
Battlezone ............. 1595. 
Football (2 pl) .......... 550. 
Space Invaders ........ 1295. 
Sp. Invaders Deluxe... . 1595. 
Asteroids Deluxe....... 2350. 
_Firetruck ............... 895. 
Space Wars ............. 695. 
Drag Race.............. 695. 
Super Bug .............. 695. 
Desert Gun ............. 495. 
Night Driver ............ 695. 
Soccer (4 pl) ........... 1495. 
Sea Wolf ................ 595. 


{CCS BS SD CT eeepRE NT Cees) resem 


EXCELLENT 


CONDITION 
RECONDITIONED 


Carnival .............. $1650. 


Lechatcanweranes 695. 
Bio Rhythm............. 495. 
CIDOUS: 5s es ox caeey sencn 495. 
Canyon Bomber......... 495. 
Breakout................ 475. 
STING LY scasced ave ome dad ed 995. # 
Double Play............. 495. i 
PINBALLS ' 
Panthera.............. $1495. & 
2 CC Aa | | eae ae 895. fi 
Fight Ball............... 895. 
Joker Poker............. 895. 
Power Play ............. 895. 
PUA nod noiste veans 795. 
Mata Hari .............. 895 
Evel Knieval............ 895. 
Black Knight........... 1895. 
Sting Ray .............. 1195. 
Disco Fever............. 895. 
Wild Fire ............... 950. & 
Lost World.............. 895. 
Firepower ............. 1495. 
Sinbad .................. 895. & 
Sea Witch.............. 1395. 
BUAES cco is ec es 995. 
f 
JOLLYTIME 
AMUSEMENTS 
4841 Fairbanks 
Anchorage, Alaska 99503 
907/337-4813 


rea 


13 YEARS EXPERIENCE as a route man 
in Own Company in Sweden, dealing 
with all kinds of coin-op amusement 
and vending games. Am now planning 
to move to Port Charlotte, Florida, 
because of all new regulations & laws 
against amusement games here in 
Sweden. Looking for job in the Port 
Charlotte area. Please reply: Claes 
Olsson, Blockstensgatan 16, 60356 
Norrkoping, Sweden 


PLAY METER, May 15, 1982 


aa 


SS <a> <a «<a <P <SP «<a <SP SS SP << SE KSE<Sa E aa «<a <a 


Steller Wars 


Future Spa 


machines. 


FOR SALE/RECONDITIONED 


CORNICE) cisgeigsegeeasws $2300. 
ROWIDOSE 55. Fi unio odd Soe hole 2300. 
GORGE i565 G ae Seki hep ked 2300. 
PVOGGE? soos wie eine eka ea oe 1900. 
Of Te ey Se ee ee 1900. 
Omega Race ................ 1900. 
POCMON 6 bain caceiiwes esha es 1900 
DCS ONGOE 66-55 665 05 eae RENE 1900. 
Monaco GP sit down......... 1800. 
WGK 6 TVG6 365355 oe sieee en ks 1600. 
PROGHKIS: sicoecees Seeneesees 1600. 
Monaco GP mini ............ 1600. 
ASCTOINS 5.5025 Crea vein dhe Re 1200. 
Missile Command............ 1200. 
GCOIGNIGHE 6 ioe 64 Rw RS 1200. 
S1Qr COSUC issn sks bhi ceee ee 1100 
Moon Cresta ...........00005 1000 
Space Encounters ............. 600. 
Space Invaders ............... 600. 
$500 $400 
Time Warp Star Trek 
ar Tre 
Flash $300 Kiss 


Meteor 8-Ball 


Strikes & Spares 
2 pl. Football 


Gorgar Genie 


Silverball 


Superman Head On 


NEW CLOSEOUTS: 


SOF QUCSE 5,6 se bb b5-08 $1400. 
PROCHHE O11 356685656 p OER 1300. 
PQNCUONE 6.6532 5.58 un ws Ee es 1400. 
Wizard Of WO? ..csciicnse ses 1400. 
OCHGUCKBE 56.555 6e4 a0 teases 1400. 
ASO L@zer C/ bens ise h8 5 ee ws 650. 
space Ranger C/ b s6viccaws 0x 650. 
Moon Lander c/t ............. 650. 


Clay SROOE 6/6 os 6 seh ok wba 650. 


NJ 201/729-6171 


_> <p <p <P <P <P <P <P => 


Send 


LOW PRICES! 


Reconditioned/low # plays 
COCKTAIL TABLES 


Warlords 
Asteroids Deluxe 
Asteroids 
Moon Cresta ... 
Rally-X (or na 
Battlezone (mini 


ALPHA AMUSEMENTS 
(formerly B & J Vending) 
19394 Ten-Mile Road 
East Detroit, Michigan 48021 
313/751-0722 
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Mata Hari |Ground Shaker 
Globetrotter 


Hot Hand 


a a ee 


WANTED: Bally ABC Ball Bowlers, 
back glasses, parts, and complete 
reply to: REGAL 
VENDING CO., 1317 17th St. Niagara 
Falls, NY 14301. or Call. (716)284-5137 


SP OOOOGOOO HH OOdAAOOOODDDODDDDOD DNDN DDD00000000000C 


WANTED: GAME ROOMS 


Corporation seeking to buy existing and profitable game 
rooms. Single or multiple units in locations throughout U.S. 
Immediate purchase funds available. Broker protected. 
Contact: Mr. L. Budd 

RMC Realty 

5227 W. Touhy 

Skokie, IL 60077 
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PYRAMID DISTRIBUTING 


Offering the finest new and used video and pinball 


ARCADE PLANNING SPECIALISTS 


NEW FOR ‘82 
JACK THE GIANT KILLER: Heading for the #1 spot, don't miss it. 
BOXING BUGS: New color Vectorbeam cutesy game. 
NAUGHTY BOY: Hidden hit of the show! Make a point to see it. 
THIEF: Already showing strong results. 
ROBOTRON: Williams continues making the best PLAYER games. 
HYPERBALL: Don't settle for less; it's the best. 
HAUNTED HOUSE: Number 1 pin--what else can we say! 
ALL GAMES IN STOCK & READY FOR IMMEDIATE DELIVERY 
kkekRERS CLOSE OUTS kkk RES 
Turtles, Solar Quest, Lil’ Hustler, Armor Attack, Wizard of War 


Complete Selection of other top quality used games 
Call for prices 


SALES/SERVICE/PARTS 


(Call us collect) 


3909 BROADWAY 
KANSAS CITY, MO 64111 
816/531-3549 


ULddddddddddddddidddidddddididddsidsddddddddddddssdsdddddddddddsdddidddddddddddddsddddddsdddddddddsdddddddddddddddsdsddddddddbdddddssdddddddsddsdhdbddddddda 
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INDEPENDENT OPERATORS: We can 
repair your equipment on a contract 
basis. 7-day week service. New York 
City area only. Call: 876-2424 


COILS 
(flippers, bumpers & sling shot) 
All types of coils for 
WILLIAMS, BALLY, GOTTLIEB 


.. AND PARTS & misc. slot machine parts 
For | dozen coils: $3.59 ea. 


WRITE or call: 
LYONS ANTIQUE 


N 
AMUSEMENTS : 


\ CRIP LIL AFLG bE ALD EAD MD AG AF 
ROUTE FOR SALE 


All top videos N 
SUCCESSFUL DENVER & & 
OUTLYING SUBURBAN LOCATIONS R 
EXTREMELY EASY TO OPERATE Y 
Box 22557, #1350 b 
Denver, Colorado 80222 R 


201 Sweetland Ave, (Cooper Alloy) 
Hillside, New Jersey 07205 


201/688-8126 
Shipped C.O.D. by UPS 


, ne OTM MAN 
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AUTO PHOTO STUDIO 
Black & White Photo Paper 
500 Strip Rolls 
(100 strips more than Kodak’s 
400 strip roll) 

Was $33.93 Now only $27.9! 
PL-11 Chemical kit was $9.85 
NOW $7.95 


B & W Long Life Chemical Kit 
was $23.75 NOW $19.95 
(8 week life or approx. 1600 strips) 


PHONOGRAPHS 


WHEN YOU CAN’T FIND WHAT YOU’RE LOOKING FOR 
YOU HAVEN’T CALLED BENSAR. 


LEADERS SERVING OPERATORS IN THE INDUSTRY BUY DIRECT & SAVE! 


FOR NEW AND USED EQUIPMENT. 


ENS 
No CM oistriBputine 


1 __} 
P.O. Box #47 = | 
New Richmond, Ohio 45157 = eos 


Shipped from N.Y. or Los Angeles 
Call toll free: 


800/854-3557 
Former customers of Simon 
Phonographs please call 
the above number 


and 
ye 
» 


eee 


SERVICE TECH NEEDED for music & 
game route in South Texas. Must be 


(513)553-2672 sie ar - Se ie 
(800)543-0368 (Toll-Free outside Ohio) 


experience plus benefits. Send resume 
to Joseph Patterson, ACTION 
(8 10)460-2875 (International TWX) 


AMUSEMENT, 4610 So. Padre Island 
Dr., Corpus Christie, TX 78411. 


NG Lh hak heh nan ed vf fff tieZtlizdtlitltitlZaZlli 


WE HAVE A FULL LINE OF LOCATION READY 
BOARD PROBLEMS?? \ USED VIDEO & PIN GAMES OFF OUR OWN ROUTE 
FOR SALE—ALL ARE COMPLETELY 
RECONDITIONED AND GUARANTEED 


Can’t Keep Your Imports Running? 
Is Your Distributor’s Service Dept. 
Putting a Crimp in Your Profits? 
Don’t wait another minute! 


Call us NOW! 


3 a Defender ............ $1995. The End 3.656 .000i60 2. $995. 
EDErE BedODle SERVICE Mini Monaco........... 1795. Astro Invader........... 995. 

EA in erp fetbdiee a seep daacas 1795. Extra Inning ............ 995. 
Steroids Deluxe ...... 1695. TOY Gg hn daly a ithe ds 995. 

ie ieee Scramble .............. 1595. Rip Off ................. 995. 
ase d ig aale a Astro Blaster .......... 1595. Battlezone.............. 995. 
(714)724-1718 Cl: | es 1495. Cosmic Alien ........... 995. 

Rally-X ................ 1495. LOAYZON 6 oee6e5 saw base wns 995. 

Berzerk................ 1495. Space Invaders Deluxe. . 695. 

Asteroids .............. 1445. Space Invaders ......... 595. 

Carnival ............... 1425. Sprint I. 495. Grab Bag Specials 

UPRIGHT VIDEOS Space Firebird ......... 1395. LeMans................. 495. 
All in excellent condition Galaxian .............. 1395. Super Breakout......... 495. 
All Originals Moon Cresta .......... 1145. Breakout ............... 495. 

Astro Fighter .......... 1145. Crash .................. 495. 

PAC-MAN Star Castle ............ 1095. Robot Bouwl............. 495. 
PHOENIX ; Colony 7....... 995. Specials Football (2 pl)........... 495. 
DELUXE ASTEROIDS . . 1695. Polaris.................. 995. Basketball .............. 495. 


ASTRO BLASTER 
DEFENDER 


Plus many electronic & mechanical pinballs at GREAT SAVINGS. 
INVENTORY CHANGES DAIL Y, so call now! No reasonable 
offer refused! Delivery in Tri-State Area or pick ’em up and 
SAVE $$$. Call BRUCE or JOHN at 
(914)452-3650 452-3660 
or write to: EMPIRE STATE MUSIC & GAMES, Commerce Street 
Extension, Poughkeepsie, New York 12603 


EEE LALLA IL AIL LATE TL LAL LALLA LN 


SUPER COBRA 
FROGGER 


713/569-9649 
713/560-3645 


LL MM aa, 
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EPROMS PROGRAMMED 
2708; 2716; 2532; 2732; 2564; 2764 


44h HE 44h Ht 
UY GAMES FROM FRANK “THE CRANK”: 
$10.°° PER CHIP 
PROGRAMMING FEE 


Pere er ff All Games in Excellent Condition 


Send us any EPROM or ROM and we 
will duplicate it for $10, plus the 


eos} Of te pian cap. You may sippy Missile Command..... $1350. Barrier ................ $345. 
pianh.or Ouy | Lunar Lander ........... 500. Crazy Climber ......... 1595. 
eS aU eaie Super Breakout ......... 300. Lunar Rescue.......... 1045.. =a 
2708 $3 Saas Phoenix ................ 1695.: POlAPS s23i<<3ssa0ssnes55 a 
2716 $4.25 Hevelopinent Armor Attack .......... 1195. Stratovox ............... a 
2532 $7.50 Available Space Wars ............. 375. Magical Spot............ ; 
2564 _call Star Castle............. 1095. Asteroids .............. 1545. 
Astro Blaster .......... 1495. Sl Ne inerie nase ns 
ae as a Bie ee Astro Fighter ...........995. Tomahawk............. 
BOARDS REPAIRED Cannas acceersneccum 1895. Footballs. ofsveccdscetene 345. r 
Send us any video board, power supply, Moon Cresta ........... 1195. Football 4 pl ............ 925. "2 
or TV monitor. It will be repaired and Pulsar aiciuedorevsess es 1495. Super Cobra ........... 1545. -_ 
shipped out Space Firebird......... 1195. PINBALLS akon a 
Ea ee VO ee dees: (Galaxialls cudatancscuse 1395. ore 
(Carry in service available) = Cork coche ace es 1595. pee a wih 1 Saco auaraneedats | TO. | 
GAMEROOM SERVICE TE Sea Wolf fH. Bie Ee ORM OM exact et ee 
We currently service many of the most a Space Invaders ......... 800. Viking... 850), 
successful gamerooms in the Space Inv. Deluxe....... 895. x Pena e en aner ae 1200. 
New York City, Long Island area Space Zap............... 995. ENON. .......... eee eee. . 
Call for prices. , Astro Invader aes 995 oe eT Peer a , 
pieces vioe)=6 Fire Pow ‘ioeecvenas oe 
Vanguard .............. 1495. - r 
GAMETEK SERVICE CO. INC. pak 1495, Pharaoh ............... 1300. <r 
Se age a Scramble ............:- 1695. p; — 
(212)631-9242 The End ............... 1345, Pinballs........... tub eae 
(800)221-9070 Toll Free odes LARGE INVENTORY OF OLDER PINS (CALL FOR LIST) == 
-—- ARDAC Bill Changer (complete with base)........... $1000.°° 


1/3 Deposit........ Balance on Delivery 
— PRICES ARE LOWER ON PACKAGE DEALS! 
AMUSEMENT GAME ROUTE FOR 


ticut. GREAT. potential Ressonably | ALPHA—OMEGA SALES COMPANY = 
= 


+H 


priced. Send requests for more #3 Coral Street, Edison, New Jersey 08837 


f | 
ee | 6 ne. ere ee 201/738- | S00 


Orleans, LA 70184 Dept. CA. 


4H Witt +4 
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Wuoruirzer Parts 
oe ae ee + 


“THE LARGEST SUPPLIER OF WURLITZER PARTS IN THE WORLD” 
PARTS FOR MODELS 2600 THRU 3800 AND 1050 


ELECTRONIC REPAIRS g 
VIDEO & PINBALL ) 
§ 


“Quality service with 
reasonable rates” 


On site repairs made in Kansas 


U°PVROVPVPOVWLVN HS 


GOLD STAR ELECTRONICS 
§ 2548 Sunny Lane, Wichita, KS 67205 


(316)945-7246 


; ] r: ep Uy ey aS oe oy ee 
We also carry a complete line of parts & accessories fo eh 


* DEUTSCHE WURLITZER 
* ROCK-OLA * ROWE/AMI 


LIKE NEW: reactionary countertop 
ame. Cost $1,195. Will sell for 
800.0. Call: 205/279-8579 


DeMoya International Corporation PHOTO MACHINES 


WE BUY 
LE JEUNE NORTH INDUSTRIAL PARK UY & SELL 


4139 N. W 132 STREET 
OPA LOCKA, FLORIDA 33054 USA 
PHONE (305) 685-5681 TELEX 52-2157 


NOOO OOO A a 


CHEMICALS, FILM, PARTS 


BEST PRICES GUARANTEED! 
ED HANNA 


P.O. Box 5249, Utica, NY 13505 
315/738-1122 
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ASTEROIDS .... $1395. 


15 uprights 


STAR CASTLE... $1195. 
5 uprights 


DC\VENDING 
—= Company 


4115 Kansas Avenue, N.W. 
Washington, D.C. 2001 1 
202/882-5700 


FOR SALE: Galaxian $1375; Omega 
Race $1775; Gorf $1550; Super Cobra 
$1550; Berzerk $1395; 
$1175; Scramble $1495; 
$1775; Asteroids $1275; Asteroids 
Deluxe (cocktail table) $1195; 
Asteroids Deluxe $1250; Missile 
Command $1295; Missile Command 
(cocktail table) $1195; Red Baron 
$1225; Red Baron (sit down) $1395; Star 
Castle $1250; Star Castle (cocktail 
table) $1175; Moon Shuttle $1275; 
Colony 7 $1375; Qix $1895; Venture 
$1350; Eliminator $1750; Space 
Odyssey $1650; Space Fury $1695; Spae 
Tactics (sit down) $1875; Tank Battalion 
$1125; Challenger $1795; Vanguard 
$1595; Lil’ Hustler $1395; Catacomb 
$1225; Viper $1195; Baracora $1095; 
Black Knight $1050; Jungle Lord $1150; 
Super Ride (racing car) $1325. (On 
kiddie rides add $50 per ride for 
packing & crating.) Call or Write: NEW 
ORLEANS NOVELTY COMPANY, 3030 
No. Arnoult Rd., Metairie, LA 70002. 
Tel: (504)888-3500 


Defender 


HIGH COST OF NEW 
GAMES CUTTING INTO 
YOUR PROFITS? 


Why not convert dead pieces 
into new money makers for 
less than half the price! 


VIDEO CONVERSION KITS 
Easy to install...guaranteed! 


Also new & used games available 


Call in New York: 
SYSTEMS 


(516)842-3332 


SHESCHSOOH SCE HDESECCOSOP ECS 


SELLING OUT? 
We are arapidly expanding arcade chain 
seeking to acquire game rooms 
in enclosed malls of at least 
200,000 square feet throughout the 
U.S. Prime strip & central business 


district locations will be considered. 
Send pertinent financial & real 
estate information in strictest 
confidence c/o: Play Meter Magazine, 


Moon War — 


“La 


AUTO-TRIGGER 
continuous fire action kit 


Tired of replacing fire button switches 
on your video games? With the 
simple installation of this kit, the 

player can hold fire button and game 

fires automatically, increasing 
interest and revenue of older games. 


On games with two fire buttons, only 
ONE kit is required due to the double 


channel capability of the Auto-Trigger. 


For the economical price of $14.95, 
turn your game into the 
money-maker it could be. 


For prompt shipment, send check or 
money order for $14.9 to: 


AUTO-TRIGGER 
P.O. Box 248, Rescue, VA 23424 
(Virginia residents ad 4% sales tax) 


For C.O.D. call 804/35 7-6563 


FOR SALE: Star Castle $1150; Asteroids 
$1300; Berzerk $1300; Super Cobra 
$1300; Zero Hour $850; Panathera 
$550; Sea Witch $550; Space Invaders 
$550; Submarine (shopped) $400; 
Space Wars $350; Antique Winter 
Brooks w/cash payout $350 as is— 
complete $550 shopped. All games 
shopped. Qix call for special price. D & 
D & P MUSIC COMPANY, 658 West 
Market St., York, PA 17405. 
717/848-1846 


VLA ALAA LARS 


BUILD YOUR OWN 
VIDEO GAME 


Z 


Complete kit includes: 
Cocktail Cabinet; monitor; 
coin-mechanism; wire harness; 
game controls; and a super 
game board. All with easy 
to follow instructions. 


$1495, 00 


Super Special 
F.0.B. Orlando, Florida 


THE VIDEO GAME 
FACTORY, INC. 


1147 South Semoran Blvd. 
Winter Park, Florida 32792 


305/869-4054 


** CABINETS ** 
UPRIGHT, FINEST QUALITY 
kit requires only minutes to assemble 


$295.00 
Call for quantity prices 


P.O. Box 24170, New Orleans, LA 70184 


“Satisfaction Quaranteed” 


SIONAL ED LOADS; 
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NEED NEW CABINETS? 


We manufacture formica’ed 
Galaxian-style cabinets & 
cabaret-style cabinets 
Quantity 


5: Sean grave ree $275 each 
edie nas $250 each 
..call for quote 


25 or more 
100 or more .. 


F.O.B. LONG ISLAND, N.Y. 


Complete with cut-outs 
and interior braces 


Also available: metal hardware, 


cash box doors, & control panels. 


SYSTEMS 
(516)842-3332__ 


or on oe a oe a a a ae ae ae ae ae ae a ane ae a 
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VIDEO SALE 
* UPRIGHTS * 
Asteroids 
Space Firebird 
Got-Ya (new) 
Piranha 
Red Alert (new) 
Space Demon 
Space Encounter 
Space Thunderbird 
Super Cobra (new) 
Scramble 
Warp Warp (new) 
Uniwars 


* COCKTAILS * 
Astro Fighter 
Carnival 


Space Fever 
Space Thunderbird 
arlords (new) 
Warp Warp (new) 

Uniwars | 


222 Wall St., Seattle, WA 98121 


206/682-4495 


Whhdidddsdddddddddddddddddsdddddddddddddddddddisdddddddadddddddddddidddda 


VIDEO GAME ROOM 
BUSINESS FOR SALE 


10 Connecticut 
locations available 


$500,000 annual gross income 


All equipment under 18 mos. old 


Sud vuplua c/o: Play Meter Magazine, 


, > a a > a > > > a ee a a a a ae a a ed 
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Dept. #TC Dept. #JG, PO Box 24170, New Orleans, LA 70184 


ccc: 
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NEW! BELITA 
T LIGHTWEIGHT PORTABLE 
DISTRIC COIN COUNTER 


A major international Chicago based 
manufacturer of video games and coin 
operated vending machines seeks an 
experienced self starter and aggressive 
salesman to organize and maintain distri- 
butors throughout the United States, NEW! BELITA 
Canada, and Mexico. Travel a must. LIGHTWEIGHT PORTABLE 
Experience in related field a plus. COIN COUNTER 
Successful candidate will report to the V.P. Manual or Electric 
of Sales. Automatic Stop 
Inexpensive 


Excellent salary and full benefit ar al 


package with bonus ey Please send me 
employment and salary history in confidence Oaly o: pounds 


Play Meter Magazine Long Lasting 
P.O. Box 24170 
New Orleans, LA 70184 R.H. BELAM CO., INC. 
Dept. #SHA 1 Delaware Drive 
Lake Success, N.Y. 11040 
Phone: 516/488-5600 
Telex: 221568 or 7978093 


RZ WITT dddddddddddddddddidddsdddddddiddddddddddddddddddddddddddsssdsdddddsssdsddddddda 
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VIDEOS Space Odyssey ....... $1695. COCKTAILS 
TOMPpeSticcccsawes ese $2395. Red Baron............. 1695. 
KICKMaN: 424.540see ses 2295. PHOENIX 6 2sc<004en de oes 1595. 
Star tate sici.osicsesacws 2295. Super Cobra........... 1495. ROMIDCS  iiscscsculansys $2095. K 
Make Trax 34 3asc26.uets 2195. PICINOS ceric pa eave sin eas 1495. Centipede ............. 2095. f 
IX oc ieawiratce haw wanes 1995. SCrample <3 iigeueceees. 1395. PrOG0eY 5665s inten neus 1995. f 
PYOQGOE io hivceecueitnn cs 1995. Wizard of Wor......... 1395. DOTONOE? sis cece cuicsro 1895. K 
Defender .............. 1995. Astro Fighter.......... 1195. Asteroids Deluxe ...... 1395. R 
Astro Blaster .......... 1795. Moon Cresta........... 1195. WOE Ded cece fey aware eed 1395. 
Eliminator ............ 1695. Polaris Missile ......... 995. SCraM De cs. c cena wns 1295. 
Vanguard ............. 1695. Stratovox............... 995. PRGCMIK oc joscdnein een 1195. f 


Anytime you are interested in good used equipment 
we are constantly updating our inventory 
and offer good prices! 


FUN CITY AMUSEMENT COMPANY 


1872 Winchester, Memphis, Tenn. 38116 
901/346-2981 Ask for Cecil Lamberson 
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VIDEO GAME BOARDS: § 
LARGE SUPPLY/LOW PRICES 
FAST DELIVERY N , 
FABCO INTERNATIONAL \ 
104 Applewood Dr. Longwood, FL 32750 \ § 
305/831-0399 | 
Vii ddd ddd ddddasees secs ee Q Ng ee eee ac 2 2 9 5 . 
Strategy .............5. 1895. 
pause | | ar a 2295. 
————— ro Nos baa Wada eee : 
VENDING COMPANY IN NORTHERN Elitcerator age 
ALABAMA: 105 locations with over 250 Asteroids ........... 1395. 
cig rette machines, pinballs, videos, Asteroids Deluxe... 1295. 
jukeboxes, and pool tables. Most on Astro Invader... 995. 
location. Gross: approx. $400,000 per , Missile Command pers 1195. 
year. Purchase Price: $250,000 Armor Attack... 114 } 
including parts and inventory. CASH § Batt! BOR cs pep stnits 9. 
ONLY/serious inquiries only. Write: § Ste Casth rate tab eee ear ag 999. 
VENDING, P.O. Box 46, Huntsville, AL tar Castle ............, 1195. 
35804. , Lunar Lander ........... 549, 
oR Space Wars ............. 395. 
SCHOOL FOR ELECTRONIC GAMES ideo Pinball ........... 695 
Two-week course covers video and 
ins. By ee ee he LAKESIDE ELECTRONICS § 
CAL’S COIN COLL , P.O. Box , & AMUSEMENT COMPANY 
Nicoma Park, OK 73066. 405/769-5343 | AMS COUTTS COME 
N Madisonville, LA 70447 
904/845-7146 
Unoncnonouguorgrongronguonk 
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DON’T BUY ANYWHERE 
UNTIL YOU COMPARE!! 


ROCK—OLA 480 .. $1695. 
ROCK-OLA 484 ... $1995. | ASTEROIDS (vetuxe): $1895. 


VENTURE (new)....... 1895. BOGE 58h esGcsieids 1795. 
MOON SHUTTLE .. .1695. Space Zap (mini)........ 995. 
SPECTAR........... 1395. NY—NY............. 1295. 
VANGUARD ........ 1895. Battlezone (mini) ...... 1095. 
PLEIDES 362302454 %4 1895. Phoenix ............. 1995. 
SPIDER (new) ......... 1995. Football japy........... 450. 


WIZARD OF WOR ..1995. 


Space Invader-style 21” monitor cocktail tables (new). .$995. 


Clay Shoot video cocktail table (new) ............... $2195. 
CRAZY CLIMBER (TAITO) ..............cc0eceeee $1295, 
SPLIT SECOND iced din icnkens had Oh a wb $1695. 
Space Invader cocktail table (Nichibutsu style) ...... $695 


MANUAL: $395.° 
ELECTRIC: $495.00 


PLAY MORE GAMES DISTRIBUTING, INC. 
1121 East Seminary Drive, Ft. Worth, Texas 76115 
817/429-7705 
U.S. WATS 800/433-2908 TX WATS; 800/772-2703 
TELEX: 732-561 TELESERV (Dallas) 


i ee, ee aes 
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GAMES 
FOR SALE 


Largest Inventory In The South 


VIDEO UPRIGHTS 


WICIOVY: 2 6 isc we ernaens Sareea taken call 
SPACE Duel 6. feos ik apices bases call 
DPI sie siess ode ae Gs wae eas Rak 3195. 
Grand Champion ............... 2995. 
POMDGSE ies ich bates stad wee sk 2850. 
SUG Gale issc as osc tae soe es 2650. 
CONRTDEUE: 56.ckc nakern nue eh tewtics 2650. 
MMS, PAG-MR 6600/64 8804 hes 2595. 
GONAGO sag Oe evga oe aves 2550 
FICK MG es sicns i4G0s-a4 Caieaceus 2550. 
BOSCOMON 556665 i.acds ab Seo vies 2495. 
PuIpG SHIGE ~ 56258-6046 d6cee ce eudlens 2495. 
PAGKC TGS 565 ooo iis Vicks Ge: ESs 2450. 
AMO OF 65s os RGied os ba haw 2395. 
PADTNNONOF 5 feiss axe haat ewe ba 2395 
PTQGGOS 6665 6 ekse sees hase baer 2395. 
Donkey ROnG iii ssn Seeds cscs 2395. 
Mouse Trapp iiciiiics osc wcscee vd wns 2395. 
WCSONGON ed aoe eS es Oh cides 2395. 
Ev OS Gs LKwECR SAMO CRORE ERS 2395 
DRONE cu} 66505453 oe6 aes es 2350 
LOCOMOPION ys 656 se vs case boa oe 2350 
OU se adiits ona uete ree ees 2350 
POUIGSU: 26 baa Scivckres cibke bus 2295 
EGGU BUG 15365 vivces Ms hi bk sco oh 2295 
PRBCHIX acs oe dicted ties can‘ ees i 2295 
SOlMi Quest cs ooh. och any cchrwess 2295. 
PIOGH. WR 5 nie oor Cie eae BS 2295. 
SUGLCOU A, 65.04.0550 bie oe kw eed Sars 2295. 
POEOL GONG ec 3 oicsad Geectan dees 2095. 
POCA Foon eee os kL ERs 2095. 
Space Odyssey ................. 2095. 


Cosmic Avenger ................ 1895. 
ASIVO: BIQSIOR: 630 hn ekd esr Coecie een 
VONIUNE. \iciobe sol oi slowest kas ; 
Astro Blaster mini .............. 1795. 
CSOIANION iii oes Scorn d Sescek ees 1795. 
Super Moon Crusher............ 1795. 
Asteroids original ............... 1695. 
Scramble 466.2 Fb bo bss eek 1695. 
Asteroids Deluxe ............... 


NWICOOTEOOR oh. 5.55 0 ee Re A Ra . 
King & Balloon ................. 1695. 
CHANONOER sbi es5 bite hay staaen’ 


| 


Super Cobra ss iiciccdon cats e seeks: 


SHECIOl i6:3.26 boca dd ce caeodebeds 1595. 
HOOOY SCO 6 )9696 Sieh So 1595. 
LOTZOR  oi2i kook cee tee exes 1595. 


LOCK Ge CRGSG bcuseae ksns cee 1550. 
VONGUGIE 5555.3 het ohs A cok ans 1495. 
Asteroids Deluxe mini........... 1495. 
WG Ate 55 8658 66 GK ow Boe 1495. 
COGN os 2 sees Sate Akad 1495. 
Rally-X mini ................0.0.. 1495. 
Warn Wate 655 ish dance widen 1495. 
ROS ieee ei ote eels Bik ws 1395. 
Space NvaGerS 6.bhs 5 ee oe a 5 ks 1295. 
SIFOTOUOL ooo nid le ah wees 1295. 
DBGUNOZONC e653 6 drie es nk eee Rent 1195 
Battlezone Mini 0660 665s oa cew ds. 1195. 
Space ALOK vie ieei lt case eases 1195. 
Space Invaders trimline ......... 1195. 
Cosmic GuUerrina s ics 665 9.66 2k 995. 
SHOCE- CHASE ihe ck eS eee as 795. 
SOP HOW i iio $i hoes eis oe oewe oes 750 
WY GPPION 5 x osiits Ra Se Osi es 695 
SUNGGHCE «din 9558. 5050.0), or9.2-5, Seale 695 
GUTOR ~<c3 60k bens es he eee 695. 
SROCe WaPo bia hc ek oie ieee 595. 
POG OUI 2 65a 3.cihgis east wes SOSA 595. 
Stor Ship Fhié6ic5cncee ceeds xine os 295. 


Cobra Gun Ship: és ccoee cir ens3 295. 


Most games available in cocktail tables 


DIXIE ©oNT 
AMUSEMS. 


2803 Pass Rd., Biloxi, MISS 39531 
(601)374-2681 


KKK KKK KK KKK KK HK 
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FIRESTONE 
HEAVY DUTY 
TRUCK TARPAULINS 
12x16 $23 26x40 $89 
16x20 $32 26x55 $115 
20x20 $36 30x60 $145 
18x24 $38 50x100 $390 
18x32 $50 60x120 $547 
20x30 $50 50x150 $562 


Before Midnight June 6 


As part of an advertising test, Firestone 
Tarp Mfg. will send any of the above 
truck size tarpaulins to any reader of 
this publication who reads and responds 
to this test before midnight June 6. 
Each tarpaulin Lot (#Z-18, PVC) is 
constructed of high density fabric (with 


Gulf Oil Co., Dow Chemical Co., and 
Union Oil Co.) with nylon reinforced 
rope hems, double lock stitched hems, 
electronically welded seams, 100% 


water proof, #4 (\%” dia.) metal 
grommets set on 3 ft. centers with 
reinforced triangular corner patches 
and are recommended for all heavy duty 
use and all bulk or pallet riding 
materials, and will be accompanied with 
a LIFE-TIME guarantee that it must 
perform 100% or it will be replaced free. 
§ Add $7 handling & crating for each tarp 
ordered. Firestone Tarp Mfg. pays all 
shipping. Should you wish to return 
your tarpaulins you may do so for a full 
§ refund. Any letter postmarked later 
than June 6 will be returned. LIMIT: 
Fifty (50) tarps per address, no 
exceptions. Send appropriate sum 
together with your name and address to: 
Tarp Test Dept. #414G, Firestone Tarp 
Mfg., Inc., 6314 Santa Monica Blvd., Los 
Angeles, CA 90038. For fastest service 
from any part of the country, call collect, 
before midnight 7 days a week 
§ 213/462-1914 (ask Operator for) TARP 


TEST #414G and have credit card 


y ready. 
OPDOVDIVLDIV IDV LD VL PVLP VAP VLP WLP VLD LP eg 


FOR SALE: Armor Attack $1095; Rip 
Off $695; Star Castle $1495; Battlezone 
$895; Space Encounters $850; Photo 
booths completely overhauled $3500. 
Call: 314/621-1750, ask for Don 


FOR SALE: Wide assortment of pinball 
head glasses. Most are for electro- 
mechanical. TIDEWATER MUSIC 
CORP. P.O. Box 87, Norfolk, VA 23501 
804/857-6211 


P.O. Box 418, Bishop, CA 93514 


virgin grade ingredients, supplied by § 
y 
: 
: 


ARE YOU TIRED OF JOYSTICK PROBLEMS? 
WE HAVE THE RIGHT JOYSTICK FOR YOU! 

WE MADE THE BEST JOYSTICK EVEN BETTER! 
Adapter for Midway PAC-MAN now available 


TRY OURS! NEWPORT mode 125 


The precision joystick with the positive feel 
Play in more cash/need less service calls 
Call or Write us TODAY for FAST SERVICE 


NEWPORT MACHINE DESIGN 


(714)873-4431 (24 hrs.) Satisfaction Guaranteed! 


COUNT COINS FAST 
b Coin Sorter with 


Automatic Coin 
> i Feeder sorts, stacks, 
aT" counts coins. Does 
be ee an hour’s work in 
Sf 10 minutes! 

e Cuts tedious hand 
work 
e Sorts up to 500 
coins per minute 
© Speeds roll wrapping 
COMPLETE: $114.°° 


-.. 3-year guarantee on 


ES entre unit. Write for 


details or order now 
‘for 2-week free trial. 


NADEX INDUSTRIES INC. 
Dept. 17426 
220 Delaware Ave. Buffalo, NY 14202 


ROUTE MANAGER NEEDED: Person 
knowledgeable of all phases of 
jukebox and game business. Practiced 
technician with management abilit 

are the requirements—if you thin 

you ve “got it”, a REAL opportunity 
exists! Located in Central PA. Write 
c/o: Play Meter Magazine, P.O. Box 
24170, New Orleans, LA 70184 Dept. GJ 


SUCCESSFUL USED 
VIDEO GAMES FOR 
SALE 
ARMOR ATTACK . $1645. 

GALAXIAN 


WIZARD OF WOR ..1895. 


Plus dozens more at 


comparable low prices 
Also a large selection of 
pins starting at $295.9 


Location Ready/Warranty 


A RAR 


15191 Telegraph, Redford, MI 48239 
313/534-7880 
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REVIVE YOUR 
OLDER GAMES 


Players 

can identify 
Rapid Fire™ 
equipped games. 


It's a proven fact that the 
more the players likea 
game, the more they play it. 

_ Rapid Fire™ can revive 
the interest in your older 
video games by allowing 
players to hold the fire but- 
ton down and the game will 
fire automatically...like on 
Centepede and Tempest. 
It’s a proven idea. 

Already hundreds of 
games here and abroad have 
been converted to automatic 
fire type play and it's paying- 
off every week in greater 
game play. 

On location installation. 
Rapid Fire™ installs in about 
10 minutes and can really 
help the sagging income in 
your Space Zap, Star Castle, 
Phoenix, Space Invaders, 
and others. Oncocktail 
tables or games like Rip Off, 
Armor Attack and Wizard of 
Wortwo kits are needed. 


Why delay?... Order today. 
ge Pam mm AR GO 


Rapid Fire kits $18.95 each. 
Send check or money order, no 
COD orders. Prices include ship- 
ping & handling. In California add 
6% sales tax. 


[a = ™ 
Rapid Fire 
2332 Kirkham Street 
San Francisco, Calif. 94122 
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manufactures an incredible 
convertible video game....... 
100’s of games in one! 
Now featuring the top game 
“Lady Bug” plus many more 
copyright-safe games. 
Universal wiring makes a 
changeout easy-in 20 minutes 
replace computer board, 
controls panel and top 
marquee panel provided by 
the Wizards for a fraction of 
the cost of a new game! 
Available in upright, cocktail 
or tabletop. All models are 
constructed of solid wood and 
feature the highest rated 
color monitors and heavy- 
duty power supplies to last 
through many change-outs. 
Game is NEVER OBSOLETE! 


RETAIL: $2695. 
LEASING PLAN AVAILABLE!!! 
Call: 702/877-0582 


or write for brochure 


WIZARD MARKETING 
3140 Polaris, Suite #22 
Las Vegas, Nevada 89102 


Dealer Inquiries Invited 


GIVE YOUR ASTEROIDS 
THAT TEMPEST LOOK!! 


for only $24.9 you can replace 
vour clear plexiglass with a 
darker tinted one, like 
TEMPEST. It will look like 
a cocktail ASTEROIDS! 


S & G ENTERPRISE 
1733 W. Citrus Way, Phoenix, AZ 85015 


ARCADE ON BEACH FOR SALE 
Arcade located 200’ from pier 
and ocean in California 


Heavy Tourist Traffic 
8 year lease/80 games 
$250,000 
Send replies: 
Play Meter Magazine 


P.O. Box 2417 
New ral LA 70184 


' (COPYRIGHTED IN 1981 BY AMSTAR) 


_ COCKTAIL TABLE | 
(COLOR) 


$1395 F.0.B. CHICAGO | 


8 
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COMPUTER EQUIPMENT 
is NOT what you need! 


We have a better way... 


You should know what 
your equipment is worth; 
selling, buying, 
depreciation, taxation 
require this vital 
information. 


We do the research so 
that you don’t have to 


The only publication 
devoted exclusively to 
analyzing and assessing 
the value of used coin- 
operated equipment. 


price guide 


Distributors Research Associates 


Now in our 17th year. 


For complete information and a free mini booklet, mail us this 
coupon TODAY! 
DISTRIBUTORS RESEARCH ASSOCIATES 
6569 N.W. 36th Street, Suite 109B, Miami, FL 33166 
Telephone (305) 871-4980 


Company Name 
Name 

Address 

City 


THE CORRECT VALUE INFORMATION, AT YOUR FINGERTIPS. ONE DEAL CAN EASILY PAY 
THE COST OF A YEAR'S SUBSCRIPTION TO DRA PRICE GUIDE 
SUBSCRIBE NOW AND YOU WILL RECEIVE OUR SPRING ISSUE. 
DRA PRICE GUIDE IS THE TOOL PROFESSIONALS USE. 
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Introducing Our Latest eras 
FROGGER Ny ONG 


* All shirts are printed 
on 50/50 Quality T-shirts. 


oe 
‘ sil SS 


1a) @ 
* All shirts have 5-color w zs 
silkscreen design. 


* One dozen minimum 
per style. 


* Sizes: 
Boys: 10-12; 14-16 
Adults: $-M-L-XL 


“at oma: 


™ a Secal Gren. 


; 
( 


T™ < of Ninfeads: of 


THE WIZ KIDS. 


“PRINTERS OF THE OFFICIAL VIDEOSHIRT’ 
161 Everest Drive, North Huntingdon, PA 15642 


412/751-3020 600/245-6176 
MANY OTHER VIDEOSHIRTS IN STOCK 


O pir qj 
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WHOLESALE GAMES 
=| FROM COAST TO COAST 


Glin InAan . 
LAS = MAN] 


STARGE Te 


aa 
— ral mA iE 
iM "| 
Be he a 


Lomputer Earning Games, bnc. 


51 Monroe St. , 18th Floor, P.O. Box 1687 Rockville, MD 20850 
(301) 251-1200 
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Qwik- 


Count 
Coin Counter 


SPECIALISTS IN ARCADES 
SERVING TRI/STATE AREA 


WANT TO BUY 
PINBALLS 


GOTTLIEB: 


Pink Panther 
James Bond 
Time Line 
Force II 
Counterforce 


Also late video 
ANY QUANTITY 


STAN HARRIS CO. 


COIN MACHINE 


DISTRIBUTORS, INC. 
425 Fairview Park Drive 


portable 

lightweight 

manual / electric 

all denominations /tokens 
auto stop for tubing 

bag holder | 
1000+ coins per minute 


Elmsford, NY 10523 
914/347-3777 
NYC 212/538-1285 
L.I. 516/222-4540 
NJ & CT 800/431-2112 


——— 
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ycoming 
Philadelphia, PA 19124 
215/426-7500 


AVAILABLE: MANUALS & SCHEMA- 
TICS for any electronic pinball. Also 
some videos. Call: 212/458-5005. 


PLEASE USE 
OUR NEW 
PHONE 
NUMBER 
FOR 
SUBSCRIPTIONS 


Or for questions 
concerning your present 
subscription 


504/837-7987 


GAMES AT 
DISCOUNT PRICES 


Fun Factory, Inc. 
5177 Ledgewood, Milford, MI 48042 
313/474-7840 


FOR SALE: Late ’80 & ’81 video games SCAN COIN 

and pinball games, OK Bingos, & World's First Choice in Coin Handling Systems 
Sweet Shawnees. Penny Falls (like 201 Elden Street 

new) $3,000. Super Cobra $1600; Herndon, Virginia 22070 

Armor Attack $1200; Space Invaders Call Toll Free 

$700; Space Invader Deluxe $800. Call 1-800-336-3311 

or Write for special price: D & P in Virginia call 

MUSIC COMPANY, 659 W. Market St., (703) 471-6510 

P.O. Box 243, York, PA 17405. Phone: 
717/848-1846 Dealer inquiries welcome 
ESSE 
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\ QUICK CLEARANCE \ 

\ \ 

\ SALE! \ 

-—) ‘ LOWEST PRICES ON NEW GAMES \ (All original manufacturers) \ 
| “ALL FAMOUS MAKES—NO COPIES” | \ \ 
| Select from the largest display of videos in the south N Asteroids ....... $1200. \ 
N Berzerk............ 950. 

AMIDAR 06525630 e et ee ee Rare eee eS ee \ Rene’ er 700. 
a ns Aétaecide Delica .1000. 
aaa NEE DA icpestieins 1700. | 
SOLAR QUEST hi ee euee els dae te oaeeee 1795. \ Super Cobra....... 950. X 
MEGATAK ........--- Lh decgotaiee nls 1795. N Scramble .......... 950. 
BIS. PACMAN xcoicds seed rerawmcatononees call | Galaxian (CT) |... 350. | 
GALAGA bas Ne Ariat ae BO eat BRS ES S56 eee, Oe Rass call \ Asteroids (CT) een 750. \ 
Are he teh ke Spit Ee ae RET a \ Moon Cresta (CT)..600. \ 
STRE gigs ila O18 OWES OO Vel We 6: 8 ONO 88, 6: ONS: S888 N \ 
Computer \ \ 

* (G@@mnes INC Phone: (205)871-3143 \ B & B VENDING \ 
2835 18th St. South, Birmingham, AL 35209 | 1560 214/7 pert 75207 


Wc ddddddddddddddddsddddddddddddddssdddddddd: 
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24 HOUR 
GAME & PINBALL BOARD 
REPAIR SERVICE 


Ship us any game or pinball board. In 
most cases it will be repaired and 
shipped out within 24 hours of receipt. 
(Same day carry in service also 
available.) 


Send for 
Complete 
List of Games 
NEW-USED 


EXPORT SPECIALISTS 
FOR OVER 35 YEARS! 


WW) worcp Wipe 
distributors, inc. 
2730 West Fullerton Ave. 
Chicago, Illinois 60647 


312/384-2300 


BRANCH OFFICES 
2555 South Division 
Grand Rapids, MI 49507 


36339 Groesbeck Highway 
Mt. Clemens, M!| 48043 
313/791-7870 


BRAND NEW CABINETS 


New Plywood Cabinets 
available straight from 
manufacturer (not pressed wood) 


VARIOUS MICA COLORS 
$275.90 


(discounts available for quantity orders) 


IMMEDIATE DELIVERY 


LOW FLAT RATE PRICES 
ON MOST BOARDS 


Our modern equipment and highly 
trained technicians let us fix them fast 
and pass the savings on to you. 
Also available: cashbox doors; 


For further information coin boxes, & hardware 


or price sheet call or write: 


PYRAMID 


VENDING REPAIR SERVICE CO 


call: 212/279-1096 


Asteroids Deluxe 
Galaxian 
Star Castle 
Super Cobra 
Spectar 
Others/Call for price 
EQUIPMENT FOR SALE: Namco Pitch- __ BUY * SELL * TRADE 
In (1)—Baseball Th rowing Game—one Pinballs, Video Games, Slot Machines, 
Id, on location and working, Jukeboxes, Arcade & Vending equipment a a a ee ne ee ee ee ee 
$3,750, FOB. Atlantic City, NJ. Cali A’ AMUSEMENTS FOR SALE: Established music & game 
Alan Bruck at (215)236-5000; In PA oe cea ery. units, trucks, parts included. 
800)822-3788; In NJ & DEL (800)523- Beam oni Goo ocations. Central North 
3888 ae ok sissy Carolina. Call: 919/692-4255 


Increase Your Profits Up To 60% 
WITH MY ODYSSEY KIT, 


Your Asteroids Will Be 71 


ODYSSEY BOARD SPECTRASTAR 


. Monitor shield that replaces your old acrylic 
Bie cle eed were “It monitor shield. Spectrastar is a laser-etched 
controls the speed of the entire game. It holographic difraction grating which turns 
starts the Asteroids slow, like normal, and ordinary ye ie oL eye-catching fire- 
speeds up as time goes by, so the longer a ball. Size: 23% X 19 X Wh. 
paye! plays, the more difficult it becomes. 

his lets a novice player receive a good 
score and makes the game a lot more Screened, five-color, 10 ml Lexan. It fits 
challenging for the expert player. over the Atari Asteroids control panel. The 
size is: 26% X 23-11/16. 


FREE RAP D Fit RE MODULE ACRYLIC CONTROL BUTTONS 


Five new red and green buttons. Beautiful! 


4823 Ave.‘N’, Brooklyn, NY 11234 
212/252-1380 Telex: 181160 US 


With any purchase. 


FOR YOUR KIT, SEND $110.00 TO: AVERY PETTY, 


1001 W. Stevens Avenue, Suite 170, Santa Ana, CA 92707 
Or, for C.0.D. orders, call (714) 966-2001 


(ALSO AVAILABLE: BATTLEZONE KITS) 
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THE LAST WORD 


We ain’t non-essential 


Any publicity is bad publicity, or so many in this 
industry have come to think. After all, with the great 
attention the media has showered on the truly stupid 
and totally unsubstantiated arguments of the anti-kid 
elements which want to do away with coin-ops, many 
people in the coin-op business have started to ask 
themselves, ‘‘Do | really need all this attention?” 

What the industry has to examine is the reason for 
all this negative media attention. 

Why is any argument against coin-op considered a 
valid argument and any arguer against coin-op con- 
sidered a valid news source? 

Why is it that shallow and pretentious arguments 
(such as video games being “‘addictive” or “stealing” 
children’s lunch money) are aired as having some 
substance to them? 

Why is it that a New York mother like Ronnie Lamm 
who is anti-games and who has done absolutely no 
research into the psychological, sociological, or 
educational implications of the games she’s com- 
plaining about, is suddenly thrust into the limelight as 
someone who knows what she’s talking about— 
simply because she has an opinion that is unsubstanti- 
ated and unsupportable? 

How is it that a talk show host such as Phil Donahue, 
without any evidence or even an inkling of evidence 
to support any kind of connection, can suggest that 
coin-op videos may be contributing to the “dumbing 
of American textbooks,” and hence to the dumbing 
of American schoolchildren—and not only not get 
laughed at but actually have such a stupid opinion 
considered a working theory that must have some 
basis in fact by a gullible audience that’s hearing all of 
this for the first time? 

But the real question is this: Why is it that all other 
forms of leisure entertainment—including television, 
sports, motion pictures, records, books—though they 
reap hugh profits from the American public and even 
flaunt their wealth in the public eye, can go about 
their businesses unchallenged, while coin-op amuse- 
ments get all the flak? 

Why is it said that video games are addictive when, 
in fact, no one blinks when it’s pointed out to them 
that our youth sit dumbfounded in front of television 
sets for more hours in each week than they spend in 
school? 

Why is it that violent sports, which have been 
known to cripple our youth, are held up to an adoring 
public and even granted monopoly rights while 
everyone focuses in on how repeated use of the firing 
button in Defender can cause numbness in 
someone’s pinky finger? 

Why is it that pseudo-talents who specialize in 
writing two-minute ditties about the wonders of 
teen sex and drugs can have their message aired 
repeatedly on the radio without the slightest bit of 
social scorn, while outraged parents and govern- 
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by David Pierson 


mental vigilantes see the face of Satan himself in the 
coin-op video games? 

Why is it that motion picture stars can live in elegant 
mansions and no one thinks anything about it? Why is 
it that top motion pictures are ranked each week 
according to the millions of dollars they grossed over 
the previous week, but the coin-op amusement 
industry is afraid even to admit that those are real 
quarters that are being put into the machines because 
local governing bodies will want to take all of them? 

Obviously, the manufacturers’ association doesn't 
have the answer. That’s why they hired a high-priced 
public relations firm to figure it out for them. 

Obviously, the distributors’ association doesn’t 
have the answer. That’s why they also hired the same 
high-priced public relations firm to figure it out for 
them. 

And—obviously—the operators’ association 
doesn’t have the answer. So, you guessed it, they 
hired the same public relations firm, too. 

And what is this highly-paid public relations firm 
going to tell them? Exactly this: The reason coin-op 
videos are being so vehemently attacked is that the 
general public perceives the industry as being non- 
essential. 

And, you know, the real problem is that we 
perceive ourselves that way too—as non-essential. 

All other forms of entertainment have justified 
themselves in this puritanical society—sports, 
television, records, motion pictures, and so on. But 
not Coin-ops. 

Mrs. Lamm was not completely laughable when she 
made the utterly nonsensical remark that people in 
the coin-op business are in business only for the 
money, that they’re motivated only by their own 
greed. Of course, any businessman in American 
society would tell-you straight off that that’s the only 
reason any of them are in business. 

But Mrs. Lamm’s naive complaint does point out 
the extra step entertainment industries must take to 
justify their existences in American society. While 
restaurateurs and innkeepers don’t have to bother 
with such nonsense, it’s because their “service” to 
society is obvious. But entertainment industries, in 
order to survive, have got to articulate what it is about 
them that is essential to the American way of life. And 
professional sports have done that. The motion 
picture industry has done that. The record industry 
has done that. And television has done that. 

But the coin-op amusement industry has not. 

Next time we’ll explore exactly what it is the coin- 
op amusement industry should point to in order to 
justify its existence to society. It’s actually the task of 
the public relations firm, but then a P.R. firm is only 
going to be able to bring out what is already within 
the industry. 

Next time... 
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TEST ope RESTS SYSTEM « 
_FANTASTIC! AMAZING! A \Y 


FLY INTO DANGER AND SUSPENSE \\ 
You saw the prototype | 
in Chicago 3 
Superb Player Appeal! 


Realistig Graphics! 


‘@ YWATAEAST INC NEXT NO. 1 
| 470 Gianni Street @ Santa Clara, CA 95050 U.S.A. GAME ON THE 


Telephone: (408) 727-4490 


Toll Free: 1-800-538-5129 MARKET! 
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